






























February 

1984 


W elcome to C&VG’s Book of Games II! When 
we brought you the original Book of Games, 
featured in last year’s February issue, it 
proved so popular that we almost ran out of 
magazines. You obviously liked it — so we decided to 
being you the pick of the games programs again this 
year. Inside you’ll find all manner of weird and 
wonderful creatures which will take you on exciting 
journeys into worlds beyond your imagination! 

All that and we’ve got prizes in store for you too! If 
you see the special C & VG’s Competition Star at the 
top of the page then you’ll know that the listing below it 
qualifies for our Book of Games Hi-Score Competition. 

We’ve dipped into our software file and come up with 
top games tapes for the top five scorers on each of our 
selected listings. All you have to do is fill in the Book of 
Games Hi-Score coupon below, get somebody to 
witness it for you and send it to, Book of Games Hi- 
Scores, Computer and Video Games, Durrant House, 8 
Herbal Hill, London EC1R 5EJ. Closing date for the 
competition is February 16th so hurry and get those 
entries in! 

If you can manage to get us a screen shot to prove 
your hi-scoring activities that could help your chances 
too. We’re afraid we can only accept one entry per 
coupon — so choose the game that you're best at! 

We hope you' II enjoy playing the games we’ve chosen 
for you, but remember if you have any problems with 
listings in this Book of Games then contact the C & VG 
Bughunter at the above address and he’ll attempt to 
help you out. But for now — play on!’ 

BOOK OF GAMES HI-SCORES 

Name... 

Address.. 


Game.Score 

Witness's signature. 


CHOPPER CHASE.3 

Can you drop vita! supplies to troops in the battlezone without getting 
zapped by the horrible homing missiles? A lk wonder for the ZX81. 

FOURINALINE.4 

Try making the right connection on your TexasTI 99/4a in this version 
of the popular board game. 

ESCAPE. 

If you are too greedy you'll never get out of the money maze — but if 
you’re quick enough you could make some extra cash on your way to 
the exit! Test your nerve on the ZX81. 

TARGET.10 

When they asked me if I was good with a bow and arrow I didn’t think 
I’d end up bouncing around on a trampoline! You are quite welcome to 
take my place — if you’ve got an Atari 400/800 that is. 

BATTLE.12 

Venture into a world of wickard wizards, scheming Kings and cunning 
jesters in this battle of wits for two players and a Spectrum. 

CAVERN RAIDER.15 

You have invaded the secret underground headquarters of a nasty 
bunch of evil aliens. Can you clear the cavern and survive? Space 
action on the Sharp MZ80K. 

BLACKPOOLTOWER.17 

The strangest adventures start in the most ordinary places — this one 
begins in your bedroom! Alternative adventuring on an Oric-1. 

FRONTGUNNER.21 

Patrolling the outer limits of Federation space, your battle cruiser is 
attacked by waves of creatures from beyond the galaxy. Can you 
defend your ship? Fast and furious fun on the Electron. 

ZOMBIES. 24 

Are you cunning enough to outwit the hoardes of evil Zombies out for 
your blood? Find out on your Vic-20. 

METEOR ATTACK.26 

A bunch of unfriendly aliens have constructed a space platform in orbit 
around the Earth and they are dropping giant meteors on the planet! 
Stop them indulging in this anti-social habit with your Texas Tl 99/4a. 

FROGGA. 27 

What Book of Games would be complete without our little green pal? 
Help Frogga reach his home on your ZX81. 

SNAKES. 30 

You have to be a really slippery customer to master Sid the Snake. Are 
you up to it? Practice your scales on the Commodore 64. 

CAVERN BLAST. 32 

Meanwhile back in space . . . those aliens are up to their old tricks 
again. They have discovered your underground fortress and want to 
wipe it out. Beat off their attack with your Spectrum. 

MILLIMAN.34 

Who wants to be a millionaire? You all do! And now here’s your 
chance. Maxthe Milliman will helpyou make a mint on your Spectrum. 

WUMPUS.37 

The Wumpus is a much sought after creature — even though it smells 
awful! Hunt it down on your Vic-20. 

PSYCHO-CIRCUIT.43 

Rev-up your Atari for an attack on the world speed record. But watch 
out for the rocks! 

SHUTTLE.46 

Can you carry vital supplies to the exploration team on a barren planet 
before their time runs out? Fly to the stars on your BBC B. 

SIMON.. r. .47 

Canyou keep upwithyourcomputer? Findoutwith thisgameandyour 

BBC B. 

REACT.48 

The nuclear reactor is going critical and only you can stop it! Only you 
and your Texas Tl 99/4a that is. 

CIRCUS.50 

Welcome to the Big Top. We’ve got a great competition for you. Can 
you beat the bouncing balls and the clock? Roll up all you Dragon 
owners! 


The Book of Games is a supplement to Computer and Video Games magazine. Editorial and advertisement offices: Durrant House, 8 Herbal Hill, London EC1R 5EJ. Tel: Editorial 01-278-6556, 
Advertising 01-278-6552. Published and distributed by EMAP National Publications Ltd. Typeset by Sirron Typesetting. Printed by Eden Fisher (Southend) Limited.(C)Computer and Video 


Games Ltd ISSN 0261 3697. 
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GAME: CHOPPER CHASE 
AUTHOR: W D BURNS 


RUNS ON: A ZX81 IN IK 




pet'SE 2®® 

IllHT CRNt>* 

L.ET ® = 1 
U£T C = 

CETj> s 
PP.XNT 

; SBS& 

5 ?rint ie 

3 XF 

I* IF fi=<= 

s 3S 

UET,B- 

K*ue?..?= 

is’tc gjg th!S 

If gVe THEN 

1 ! if oil then 

iif $fe*fi:=22 THEN 

!l &;is 


■» _ ct - —-^ 

0 * 5 ? ‘ 4 t* _ l ; lt lp 

£ff p! + S - TT s 1,4 

AT B*g;Ov 

RT E»D' =. £,.* 

TH 

RHD THG? ' 

mill? 

B+ 2 ttXNKE^*= 

L.ET C = 
EET U = 
L.ET u = 
EET D = 
L.ET 

GOTO 
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You are a helicopter pilot in the 
thick of the action during a military 
exercise. Your job is to deliver vital 
supplies to a regiment behind 
enemy lines. You must drop the 
supplies bang on target otherwise 
the enemy will rush out and grab 
them. Each flight you make is 
worth ten points. The enemy has a 
heat-seeking missile which could 
cause you a few problems — unless 
you manage to avoid it. You must 
not fly too low as the chopper will 
crash. If you go off the screen, the 
mission is over. How many 
successful flights can you make? 
Remember, if you are among the 
top five scorers on this game you'll 
be on line for a prize in our grand 
Book of Games top scores 
competition. All you have to do is 
cut out the coupon on the contents 
page, fill in your score and get it 
witnessed and then send it in to us 
at C & VG. If you win, we’ll send 
you some games tapes for your 
ZX81. Happy landings! 
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GAM E: FOUR IN A LINE 

) AUTHORS: ANDREW WHITWORTH & STUART BUNT 
RUNS ON: A TEXAS T.l/99. 


£10 CALL CLLHR _ 

j££fi FOR CH-96 TO l£8 iitr o_ 

£3 6 CALL CHAR <CH?“FFF8E0C0CU8U«U 

I£4 o CALL CHAR <CH+1»"FF1F 07 03 03 01 

i n i ft) 

£50 CALL CHAR<CH+£? “8U8U8 ULul-uEu 

£ A 1 o’ CALL CHfiR <CH+3. " 0 i 010103 03 07 
1FFF") 

o*7ft MPxi 

£80 CALL CHAR<4£>“3C7EFFFFFFFF7E 
£90 CALL CHAR <64 ?" FFFF 0OFF 0 OFFfF 
13 00 CALL CHAR < 10 0? ” FC8£3£8£F6 9 08 

310 CALL CHAR <101»”FC808OFC 0404 0 

l4Fr !,% * _ 

3£0 CALL CHAR <136?“3G7hFFFF FFFF 7 

I Fp 55 ) 

7=.Tfj pp t " @@8888888888888883888 

(af388888 _ _ _ 

DO YOU WANT INSTRUCTIONS' 

|340 PRINT " (Y/N;i 

fa fa @ fa @ @ @ § @ @ @ @ @ @ 8 @88888888888i 5 

1350"PRINT 

360 CALL KEY <0? K? 3T.> 

370 IF ST=0 THEN 360 __ 

oc; n IF <K=89> + <K= 1 £ i > THtN 189 0 
390 IF <K=78> + <K=110>THEN 400 El 
SE'360 

1400 FOR INF-1 TO £ 

4£0 print" ”" NAME OF PLAYER"51NP 
MAX 10 CHARS 

I 430 INPUT “ “ s N$ < 1NPJ _.._ kl H . 

1440 IF LEN<N$<INP)>>10 intm 
450 NEXT INP 
460 CALL CLEAR 
470 CALL SCREEN <16.5 
,480 CALL COLOR<£? £?1> 

490 CALL COLOR <9? 5j_1)_ 

500 CALL COLOR<10?U ?O 
510 CALL COLOR < 11 ? 8 

5£0 CALL COLOR<14?4?1)_ 

530 FDR ROW-6 TO 16 STEP £ 

540 FDR COL-9 TO £1_STEP 2 
550 CALL HCHAR <RDW ? COL ? 96.5 
1 560 CALL HCHAR <ROW? COL+1 ? 97 ; - 
i57 0 CALL HCHAR <ROW+1? COL? 98/ _ 

580 CALL HCHAR <ROW+1 ? CDL+1 ? 

590 NEXT COL 


This is a version of the well known Connect Four board 
game for two players. All the rules are included in the 
listing and will tell you everything you need to know 
about playing the game. But remember, when the 
computer asks you “which column", you press the key 
which corresponds to the column in which you want 
your counter to be placed. To place your counter in 
column three, simply press key three — and so on. 
PROGRAM NOTES: 

Lines Function 

210: Clear screen 

220- 270: Define board characters 
280- 320: Define extra characters 
330- 390: Instructions option 
400- 450: Input names of players 
460- 470: Clear screen and set to white 
480- 520: Define graphic colours 
530- 600: Plot board 

610- 660: Dimension board away, put zero in each 
position to represent no piece present. 
670- 690: Plot column numbers 
700- 740: Plot player names 
750- 780: Set up “which column” prompt 
790- 800: Display Rushsoft logos 
810- 920: Select column 
930- 960: Check how far 
counter drops 
down column 
970-1050: Plot counter 
1060-1190: Check for 4 in a 
line 

1200-1260: Game drawn 
1270-1430: Main checking 
subroutine 

1440-1540: Message plotting 
subroutine 

1550-1690: Set up winning line 
ready to flash 
1770-1880: Flash winning 
line and give 
option to play 
again 

1890-2000: Instructions. 






















610 DIM BOARD 
^Oh: R=i j 
bju FOR C=1 T| 

h'? 1 :' BOARD (R., r: ; 

IbDU NEXT i- "■ 
1660 NEXT p 
l?:° Fup nm=? t 

ft? HCHflR 

U?; J wtXT NM 

•7 Tt (N: 

S(])r 
! -riRj; <| 381 s. 

F£0 RDp; £ - W1 
F30 COP=l 

H40 

‘bU ROR=bP 


810 FOR Ci 

1820 FOR PL^i ,J U - 
1830 ' ME$=H$ ! ' r ‘— -1 
1840 R 0 P =£2 

feS^I 1 ScHfi R ^.«,3 £ ,10> 

870 60SUB 1440 

SIS ^“ V t 5 em*o .. ,, 

i -« 

9£0 CQL=K-43 ^ 

Ifo ^VaflpciE.SDUOO THEN 960 

l|ojfsE^_THi!im 





























































GAME: FOUR IN A LINE 


I CONTINUED 


[970 CHA=96+8*PL 

980 R=4+(SE-1>*2 
990 C=C0L*£+7 
11000 CALL HCHAR(R? C ? CHA) 

CALL HCHAR <R?C+1?CHA+1> 
CALL HCHAR(R+1?C*CHA+2) 
CALL HCHAR (R+1?C+1?CHA+3) 
V=SE-1 

BOARD (V? COL)=PL 
X=i 


1010 
1020 
11030 
,1040 
11050 
11060 
1070 v 
1080 
1090 
1100 
lino 
1120 
1130 
1140 
1150 
1160 
1170 
1180 
1190 
1200 
NY KEY 
11210 
1220 
1230 
1240 
1250 
1260 
1270 
1280 
1290 
1300 
1310 
1320 
1330 
1340 
1350 
1360 
1400 
1370 
1380 
1390 
1400 
1410 
1420 
1430 
1440 
1450 
1460 
1470 
1480 


= i 

GOSUB 
X-0 
Y=1 
60SUB 
Y=0 
X= 1 
GOSUB 
Y=-1 
X= 1 
GOSUB 
NEXT 
NEXT 
ME$= 
TO 


1270 


1270 


1270 


rT.ian r.QF=OLDCOY 

ilo HEXlipT 

11340 RE eN 1580 
[1550 IF/ 1 : * 

11SAO CLP. 

11570 GOTO 1530 
11580 8tR=< r0LD Ra3>5>'- l - R ' 

bfn r°7 + sTX*£ 

U c 'l: 4 --:TY*c 


PRESS A 


1270 
PL 

MAIN 

GAME DRAWN? 

PLAY AGAIN" 

ROF-22 
COP=2 

CALL HCHAR(£2 ?1?32 ?32) 

GOSUB 1440 
CLR=1 
GOTO 1850 
FL= 0 

FOR RE=1 TO £ 

STX-COL 
Sjy=V 

FOR S=1 TO 4 
STY=STY+Y 
STX=STX+X 

T F (STX>7) + (STX< 1) THEN i4UU 
IF (STY>6) + (STY<1>THEN 14 00 
IF BOARD(STY?STX)<>PL THEN 

FL=FL+1 

IF FL=3 THEN 1550 

NEXT S 

X=—X 

Y=-Y 

NEXT RE 

RETURN 

OLDCDF-COP 

FOR PLOT=l TO LEN(ME$) 
K=ASC (SEGS(ME$?PLOT?1)) 

IF K<>59 THEN 1510 
ROF-ROP+1 


‘l«0 R=4 r ST'f« (RiC ,i2B) . 

,'sat 

i-TX=i->** 

1 lbi 0 .r-TV-V 

4 c. o n . T f = 5 ! 

IS?. F lIsh= 


1700 
1 1710 


FOR 
CALL 
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/iKc.i-i ANY K'Ev T n Di ‘ 

!$ 

1 1 84 0 Cfll L SmS ’': 1 -• •’ 5 •’ CLR> 

fe ?2 L t kS'S?S 6m,9) 
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IML&U nt ‘ > -M.JSLW T 
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GAME: ESCAPE 

AUTHOR: K THORN AND A WESTHEAD 


RUNS ON: A ZX81 IN 16K 



10 GOSUB 1100 
2@ FOR 1=1 TO 10 
3© LET H$ ( X) = ® 

RE" 

4-S NEXT I 
5© LET SC=0 
6© LET LX=3 
70 LET SR=1 
S0 FAST 

X33 LET A=1+PEEK 16396+256*PEEK 
1839 ? _ 

IX© LET NO=0 


0HREM 


(C) 1983 DERF SOFTUJRRE 
K.THORN AND B.UESTHEAD 


DERF SOFTUR 


AND LI 


130PRINTAT 0*8;SC __ 
X4-0 PRINT AT 0,23; t"BH 
5) ; t”H" AND Ll=2) 

13S FOR 1=1 TO 20 
3.50 POKE (1*333 +R ,8 
170 POKE CX*333+R+31,8 
180 NEXT I 
190 PRINT AT 21.0 


23© POKE K ,8 
24-0 NEXT I „ . _ 

111 IfUlH, jra®**#* 

28© POKE K.13 

29Q NEXT X ai *3 . Q-r o 1 * 

RT 20,28;" B l 8 # 28 ' 

316 LET PO=A+35 
33© 5LOU _ 

121 ?? I S e g T pg“'>l°THf N GOTO tOO 
350 POKE PO,139 

111 hlr ^:PO+tXNKEY>=-;3^ ? -*XNK 

EY$ = ,, S ,, i + C*33 PND INKEY$— to s 

5«£ LET E 0 = INT mND+6593 +R+33 
390 IF PEEK 0=118 THEN GOTO — 
4-00 POKE 0,8 
4.1© POKE P1,0 
4.P0 GOTO 330 
4.3© IF PEEK PO < > 13 THEN GOTO 4.8 
3 

44-8 LET NO=NO + l 
450 LET SC=SC+10 
46© PRINT RT 0,8;SC 

4 IS XF T PeIk 0 PO=S THEN GOTO 540 
£|® IF PEEK POO 173 THEN GOTO 5 

L© 

ill PRXNT = Rt"^”i, iT "*FANTA5TIC * 
520 NEXT I 
530 GOTO 810 
540 FOR 1=1 TO 50 
550 POKE PO ; 6 
56© POKE PO,134 
570 POKE PO,5 
56© NEXT I 

Ill iP T LI= 0 L THEN GOTO 660 
SIS FOR 1=1 TO 10 
620 PRINT RT 0,22+LI, , 

63© PRINT RT 0,22+Ll; 

64© NEXT I 

65© PRINT RT 0,2*4 +L I, 

66 © PRINT RT 21,7; 


Will you go 
for the cash, 
or will you 
simply try to escape 
from the money maze? 

It’s up to you! The 
object of the game is to move your 
character from the start to the exit 
— avoiding the constantly falling 
blocks which drop on you from the roof of 
the maze. You score more points if you 
collect the cash along the way. You might 
win the Super Gloop prize — but the exit 
could be shut off by the time you get there! 
Use the cursor keys to move. We hope you 
manage to Escape! 











































w. r» ijOSUB q -70 

1 I -T?® PRINT ftT S> to... 

kA |s^» PRINT «t 

J) f®| n ^NT = n T T l + 5 0 (t . T 

I« / N Iu P g«me» RT 17 ' s 7"Rt 

I Iff *=- ^ 

I 620 NEXT 1 ! 1 TO 30 
I §<t0 PRXNT S flT T I, ff.. 

T I IIS J«*T I 

l I S?0 E p|^H? "' a; ~“ EC 

/ I ”;SR RINT RT S..S;"SCR 
tei«f!g priot «t 
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L-r| US ^ET |R=SRtl SR * l0i 

n sis §§yg<g«§ 

L| 3 gySs^| I i00 RT la '^-sup 

/I iff gruSS-®®* 1 ** 

7 _ -39C5 LET P-if 
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I I ^010 ri=r**<r J5‘“A® To i c Tc . 

JJ „(-ET j££ P ?f ><**- «*fX?T E rr 
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I 1030 foS'r 1 , 

Jill! fcgr-r^iSTF - 
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|ill III® :: 

pflgfe 

I X140 PP 

I I 1 ® 

I llS0 H p R ?^T H *’* 
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GAME: TARGET 


AUTHOR: 


WOODWARD 


RUNS ON: AN ATARI 400/800 IN 16K JOYSTICK OR KEYBOARD 


Phew! When they asked me if I was any good 
with a bow and arrow I didn’t think I would 


end up bouncing around on a trampoline. 
Well, you wouldn’t would you! But that’s just 
what I’m doing — bouncing up and down 
attempting to fire arrows at a target — and 
it’s no easy task I can tell you! Once I’ve 
finished you are quite welcome to have a go. 
But I’d advise you to take a few seasick pills 
first! 

The object of the game is to score as many 
points as possible by hitting the target with 
your arrows. You’ll have to judge exactly the 
right moment to fire to get those big scores. 
You’ll score 200 points if you hit the target’s 
outer ring, 300 for the red ring, 100 for a hit 
on the inner ring and 500 for a bulls-eye. 
There are nine skill levels. 

Amending lines 380 and 420 as below 
allows the keyboard space bar to fire missiles 
instead of the joystick button. 380/420: IF 
PEEK (764) = 33 THEN POKE 764, 255: 
POP: GOTO 460 


10 REM ********TARBET********** 

<70 REM BY K. WOODWARD MARCH 1983 

^0 6RAPHICS L 5spOKE 5 7ie!o: fl=PEEK <5601 +256 

STf 'p^; P «K >.r Rjg*. SOTO 5® 

60 POKE A,70s POKE A+ 3 , 6 :P 0 KE A+4,6.PC»<E 
A+5,65sPOKE A+6,PEEK(A+7)sPOKE A+7.PEEK 

A+8)sREM CUSTOM SCREEN , „"PI EASE W 

70 POKE 87 ,is POSITION 4,1s? #6, PLEASE W 

ft IT "s FOR W=1 TO 500s NEXT W 
80 POKE 559,0sREM SCREEN OFF 
90 60SUB 630:REM DRAW TARSET 
ISe «SUB ill®. rem v blank .players 

110 HI6H=0:WHERE=53253 

1“ m7cLR-5327B.SHOTS.ies LEVEL-®! SCORE- 
14® POKE 87,1: POSITION 2,1.7 Ml 
ISTpOKE 704,216. POKE 705,0: REM PLAYER C 
160 POKE PLH,33. POKE PLH+1,15: POKE 53256 

*"s^ss:i“« punvER 

!b0 N p^ L pTS7,,iv4.poke ply41.30.rem pla 

Ip'S^Then LEVEL-0 
200 POKE 87,1.P0SJTI0N 17,1.7 06,LEVEL 
i 'll 0 POR w=l TO 250:NEXT W 
f 3 | HlOH SCO 

RE 

HI SOUND Y ;t 5 ^10,?:FO R -l TO 20sNEXT W 
:SOUND 0,0,0,0 



THEN LEVEL=LEVEL + 1: SOUND 0 

\H T0 5:NEXT W:SQUND 

270 GOTO 220 
280 TOTAL=0 

290 ? "level*"; LEVEL?" score*"sSCORP 

Te 7 shots.- tot,r-;^L 

320 REM MOVE BOTH PLAYERS + 

321 REM IF STRIG(0)=0 OR PEEK(7A4>— tu 

EN POKE 764,255:POP sGOTO 460 3 ™ 

330 REM 

340 M= I NT (2*RND (0) ) +LEVEL+1 
350 POKE 77,0 

360 FOR MOVE=31 TO 140 STEP M 
370 POKE PLY,MOVE:POKE PLY+l.MOVE 

390 Jex? T ^VE 0,=6 ™ EN P0P :G0T ° 460 
400 M-INT(2*RND(0))+LEVEL+1 
410 FOR MOVE*139 TO 30 STEP -M 
420 IF STRIG (0) =0 THEN POP -GOTO aac* 

430 POKE PLY,MOVE:POKE PLY + i f£S E 
440 NEXT MOVE ri_y+i, MOVE 

450 GOTO 340 

460 POKE 623,4sPOKE 705,95:REM MISSILE F 


I RED 


470 FOR MISSILE*195 TO 55 STEP -4:POKE P 
LX.1 MISSILE: POKE HITCLR, 1: SOUND 0,4 0 r> 
sNEXT MISSILE:SOUND 0,0,0,0 ’ 

480 FOR W=1 TO 3:SOUND 0,4,0 8-NEXT W- 9 n 
UND 0 0,0,0:POKE 87, IsPOSmoS'^ 

E< 9H 1 TMFM E fi^ ERE * =5 AND M0VE >56 AND MOV 
E<98 THEN 1000:REM INNER RING 

500 IF PEEK(WHERE)=7 THEN 880:REM BULLS 
510 IF PEEK(WHERE)=4 OR PEEK(53253)=0 TH 
































EN 750:REM OFF TARGET 

520 IF PEEK (WHERE)=5 THEN 830:REM OUTER 
RING 

530 IF PEEK (WHERE)=6 THEN GOTO 950:REM R 

540 ? :? :? ;FOR W=1 TO 100:NEXT W 
550 SHOTS=SHOTS-l:? "level*-5LEVEL;“ sco 
_ __ II a SCORE 

560 ? "shots=“5 SHOTS? " total=“5 TOTAL 
570 *7 11 11 

580 IF SHOTSC1 THEN GOTO 1050:REM END OF 
THE PROGRAM 

590 POKE 705,0:GOTO 320 
600 REM SOUND FOR HITS 

610 FOR S=120 TO 1 STEP -2:S0UND 0,S,10, 

10:NEXT S:SOUND 0,0,0,0 
620 FOR S=1 TO 5:SOUND 0,Z,10,10:FOR W-l 
TO 50:NEXT W:SOUND 0 , 0 , 0,0:NEXT S:RETUR 

N 

630 REM DRAW BOARD 
640 POKE 87,5 
650 POKE 708,164:COLOR l:PLOT 5,5:DRAWT0 

660 POKE 709,52:COLOR 2:PLOT 5,8:DRAWT0 
5,20 

670 PLOT 6,14 

680 COLOR 1:PLOT 5,ll:DRAWTO 5 > 1 ^ 

690 POKE 710,8:COLOR 3:PLOT 3,2:DRAWT0 3 

,26 

700 PLOT 4,4:DRAWTO 4,24 
710 PLOT 0,26:DRAWTO 3,26:DRAWTO 7,30 
720 COLOR 1:PLOT 0,30:DRAWTO 8 , 30:DRAWTO 
8 , 34:DRAWTO 79,34 
730 RETURN 
740 REM SCORES 
750 REM OFF TARGET 
760 ? #6j"mlsSeD tHe TaRgEt" 

770 FOR S=1 TO 120:SOUND 0,S,10,10:NEXT 
S:SOUND 0,0,0,0 

780 SCORE=0 , _ v 

790 FOR WALK=195 TO 58 STEP -1:P0KE PLX, 

WALK:NEXT WALK 
800 FOR W=1 TO 50:NEXT W 
810 FOR WALK=59 TO 195:POKE PLX,WALK:POK 
E PLX+1,WALK:NEXT WALK 
820 GOTO 540 
830 REM OUTER RING 
840 ? #6;"OUTER RING HIT 
850 Z=60:GOSUB 600 
860 SCORE=200:TOTAL=TOTAL+SCORE 
870 GOTO 540 
880 REM BULLS EYE 

890 ? #6;"bulls eye hit " ■ 

900 FOR S=120 TO 1 STEP -2:S0UND 0,S,10, 
10:N EXT S:SOUND 0 ,0,0,0 

OK, . -—■ 

m inverse State ">ents to be ty ped 

UnS 290 :5f L f^ LEVEL' 

-SH0T3°- h i 
’SHOTS=* & 

1070 'HIGH , 


0,1 . * V °U • 

——— — *°1 lowing REM's 


TOTAL=' 

total=> 

YOU 


910 FOR S=1 TO 120 STEP 2:S0UND 0,S,10,1 
0:NEXT S:SOUND 0,0,0,0 

920 FOR S=120 TO I STEP -2:S0UND 0,S,10, 
10:NEXT S:SOUND 0,0,0,0 
930 SCORE=500:TOTAL=TOTAL+SCORE 
940 GOTO 540 
950 REM RED RING 
960 ? #6; "red ring hit " 

970 Z=10:GOSUB 600 
980 SCORE=300:TOTAL=TOTAL+SCORE 
990 GOTO 540 
1000 REM GREEN MIDDLE 
1010 ? #6;"GREEN RING HIT 
1020 Z=40:GOSUB 600 
1030 SCORE=100:TOTAL=TOTAL+SCORE 
1040 GOTO 540 

1050 FOR W=1 TO 250:NEXT W 
1060 IF TOTAL>HIGH THEN HIGH=TOTAL 
1070 POKE 87,1:POSITION 2,1:? #6; "high " 
;HIGH;" you ";TOTAL 
1080 FOR W=1 TO 500:NEXT W 
1090 POSITION 2,1:? #6;" 

II 

1100 GOTO 120 

1110 REM INITIALIZE VERTICAL BLANK 
1120 FOR 1=1536 TO 1706:READ A:POKE I,A: 
NEXT I 

1130 FOR 1=1774 TO 1787:POKE 1,0:NEXT I 
1140 REM SET PMBASE AND DRAW PLAYERS 
1150 PM=PEEK(106)-16:PMBASE=256*PM 
1160 FOR I=PMBASE+1023 TO PMBASE+2047:PO 
KE 1,0:NEXT I 
1170 FOR I=PMBASE+1025 TO PMBASE+1057:RE 
AD A:POKE I,A:NEXT I 
1180 FOR I=PMBASE+1291 TO PMBASE+1293:RE 
AD A:POKE I,A:NEXT I 
1190 PLX=53248:PLY=1780:PLH=1784 
1200 POKE 559,62:POKE 623,1:POKE 1788,PM 
+4:POKE 53277,3:POKE 54279,PM 
1210 X=USR(1696) 

1220 RETURN 
1230 REM V/BLANK DATA 
1240 DATA 162,3,189,244,6,240,89,56,221, 
240,6,240,83,141,254,6,106,141,255,6,142 
,253,6,24,169,0,109,253,6 
1250 DATA 24,109,252,6,133,204,133,206,1 
89,240,6,133,203,173,254,6,133,205,189,2 
48,6,170,232,46,255,6, 144 
1260 DATA 16,168,177,203,145,205,169,0,1 
45,203, 136,202,208,244,76,87,6,160,0,177 
,203,145,205,169,0,145,203 
1270 DATA 200,202,208,244,174,253,6,173, 
254,6,157,240,6,189,236,6,240,48,133,203 
,24,138,141,253,6,109,235 
1280 DATA 6,133,204,24,173,253,6,109,252 
,6,133,206,189,240,6,133,205,189,248,6,1 
70,160,0,177,203,145,205,200 
,1290 DATA 202,208,248,174,253,6,169,0,15 
7,236,6,202,48,3,76,2,6,76, 98,228, 0,0,10 
4, 169, 7, 162, 6,160, 0, 32, 92 
1300 DATA 228,96 
1310 REM PLAYER DATA 

1320 DATA 15,25,49,17,29,5,13,17,23,214, 
127,95,15,15,15,15,15,15,15,15,15,15,15, 
15,6,6,6,6,6,6,6,14,10 
1330 DATA 3,254,3 











































GAME: BATTLE 


AUTHOR: JONATHAN VILLAS 


RUNS ON: A SPECTRUM IN 16K 


1 BORDER 7: HHK 

; PRINT 

PRESS RNY KEY. 


K 1" JT . 

•7- PAPER /: INK g: 

>T ©.0;” STOP TRPE..R 
PRUSE 0: C 


Press''rny key:' ": '^«use © 

* 5 GO SOB i©©g c ,_ F p 0 . INK 6: C 
2® BORDER ®: PRPER V3. a*™. 

a PRPER S 

TRPE 


INK 6 : 

FL.RSH 



1021 DRTR 219,ax»i«= 
i0§®"^STORE 1035; fi FOR Z=® 

*4z* E pgR a U°$i 7 

*RERD + a - a pOKi X U5R '*j**+z.a: NEXT 

;i4-, I? 


I* 


» d flTfi lg ™?.3l? 66 iI 

. nv ' lnvl - 

fj S2 brtL?' 14; ' BT 1, i*? 

J ffwo*o«*nS h^i"^G- RlNT »T 0 

14/^*101+1, IN? ?®:.,PRINT o-r 


h* s ,, fc® SftINr * T 0 

#r§ 

30 p R |^ NEXfT fRND* a p 

?! 29 SUB S0® ~~= ' 



ill I®® 

?S; d C|f L|T tsg ; 


I^S: d C|f"kr^fg: UCT ._ w 

, fcs 


^_ 4 - 

(MOVEMENTS 


v I ' 5 ^ s ln v,r T r N n L s - b; — 

&**K inv=i Thpm OT e ^i| 


I North 
ISouth 
I East 
(West 


^| n S Jester 
Kn 


Ks 


jn 


Ke 


js 


Kw 


je 


I MAIN VARIABLES. 

I a, b: position of player 1 ’s king 

POSltion of nlauAv 


jw 


IfHf !"|NK T gfV RI ^ «T l'//. 

, 3 v B i?!g e ?f0 B gT L i? ( *; 

130 BRIGHT , ® GO T U 3 

ij bl; "H" • q-T 1 i INK 5- ODTK ._ 

1 f lii4 X i£ |^ V |«XGHT E l-Sgl NT fiT elj 

;■ r -—~ 


I«, U. position of player 1 ’s king 

je ?• ^J'. tion °; P'ayer l ’ s wizf rd 

I f ’ P° srt, on of player 1 ’ s jester 

idl. □!' nncifi/\n »< _ 1 _ _ 


a1 ' u ‘ P'ayer 1 ’ S jestei 

! I?/ ’ *?, • P° s| t»on of player 2’s king 

el’ fi ■' K 0 " °; pla * er 2’s wizard 
|el, fl. position of player 2’s jester 

The loader program sets up user-defined graphics 

LOOPS I 


LOOPS: 

5(V> 12? ~ Checks in P uts 
7 ??'??? ~ spell-throwing 

200 ni™ redraws scenery 
120003000 - castle wnni 



< 5& ? 

* » 




A’" \U^> 




k * 

|gjly ^ i* * v, .» i ,v 


P > 


\ % \ % % v # >^y 

Venture into a world of wicked wizards, scheming kings ' - ' ™ 

and cunning jesters and win control of a castle! 41 

This is a graphic strategy game for two players. The aim of 
the game is to gain control of your opponent’s castle by moving your king to the opposite side 
of the screen and killing the enemy ruler. Your king has two helpers — his jester and a wizard. 

The jester can kill a king with his dagger. He can pick up his dagger by standing next to it — 
on the right — and pressing the "p” key. He can then stab the king once he gets near enough 
and if you press the “s” key. He can also be made invisible by typing in “jni”. To make him 
visible again, you must type in “o” after entering the jester’s direction — for example “jno”. 

The wizard can throw spells in any direction, as long as he is not directly facing anything, by 
typing in a direction and then “f" — for example, wnf" etc. 

If his spell hits anything, that character will be frozen for a turn. This spell will also affect any 
character standing on a magical bridge — whether it hits them or not. 


,c> 














































































k—rns-20®®^ 50 P 

eo SUB 2 p+ s;RT 1 

e PRINT IN 

's^EVs .^4 

O: *- E T . 1 

th^ ter v- 1 * \ 

=4- then teT v=-| 0 | 
-•*«“ XhEN OO Xn 3©® 
theh go TO ^ 0 0 
then to ob| 
T»|N gg TO 1®*= 


IF EEN 

17®THEN let 
171 j| Si (I) 

i?| If U® Si- 

!11 a\»s* 

f E p 

Ug to 1®® =2 »f , 


/ »,(' 


^rv.” . E l|. f ; pg^j 

»*M. then OO to J < 

S 2 ® IP flTTR r aj .,. ...... 53 


2S0 IF DTTn U TO 20 

Iis T £r> 6 ? 0 ‘ 'b+v.» <>© then 

- g ?l?L;iir!*i -, bl+v)!>1 BNO 

:■, f H » T U^K,M f - £ 

•fSS; LET T b ? T K ? 1 ' ®»i “ -.• LET ., I’ 

o 110 T bl=bl+ V: L.ET P=l; gd 1 ^ 

f "*?*£& uEIJ f iwi^^ 

:* ■ BeEP 1 print 5t 1§°I E ^ 


30 To 130 

thIn^^ gi^ RTTR. <a,dl, <_> 6S 

f«r • T'» ---IT--- INK B - 


v 

























































GAME: B ATTLE 
I CONTINUED 


:P r 



PRINT RT Igig'" YO V5 . U IStnT RT 1 

ROZENi * " ; BEEP 1,— 3.0. rHlNi w* -*■ 

3©4 INK™: 1 !® P=2 THEN GO TO 33 

rg 1( ? c iC, SIT? < IZ+ZbV*™ 1 ,?SS.31 

i)<>7 RND RTTR ( C+U , d +V J < > 0 THEN 

ll0 T IF 6 uiN l»*=3 THEN GO TO 500 

330 IF BTTR 5l (Cl+U,ai+V) Ol RND, 
RTTR (Cl+U,dl+V) < >2 AND RTTR (Cl 
+U,dl+vJ<>7 RND RTTR (Cl+U,dl+vJ 
<>0 THEN GO TO 600 
I 34-0 IP LEN m$=3 THEN GO TO w-00 
350 IF P =3. THEN PRINT RT c,d , 

LET c=C+U: LET d = d + V : LET P —cd 
. ' qh TO 1.3.0 

360 PRINT RT Cl,di;" LET S. 1 -? 

Cl+U: LET dl=dl+V: IF LEN «)*== T 
HEN LET p=l: GO TO 110 
370 IF LEN m*=3 THEN GO TO 50| 
4-00 IF P =1 RND RTTR (£;()< > 6 RN 
O RTTR te,n <>64 THEN PRINT RT e 
f; INK 0; PRINT RT 19,0; "YO 

UR JESTER 15 FROZEN!!": BEEP 1,- 
12: PRINT RT 19,0; TQ a30 

4-05 IF P=2 RND RTTR Cel,fl><>6S 
RND RTTR (<Sl,fl><>64 THENPRINT 
RT el, f l: INK 0; B : PRINT RT 
9,0;“YOUR JESTER IS FROZEN i!": & 

EEP 1,-14-; PRINT RT 19,0; GQ rQ 

130 

4-06 INK 7: IF p =2 THEN GO TO 4-3 

0 

410 IF RTTR (etU,f+V)Oi RND RT 
TR (e +U , f +v ) < >2 RND RTTR <ef + 
V) < >7 RND RTTR (e+U,f+V> <>0 THEN 
GO TO 600 

4-15 IF LEN m*=2 THEN GO TO 4-50 
4-20 IF l» $ (3) =“ i “ THEN LET inv=l 
4-25 IF »*C3>="0" THEN LET inv=0 
4-26 GO TO 450 

430 IF RTTR (e1+U,fi+V><>1 RND 

JS=| 0 THEN GO TO.450 
445 IF »{ (3> =*'i ** THEN LET xnvl = 

~446 IF m$ C3) =" 0 ” THEN LET invl = 

”t 5 LET F e ^liuT H LET P f=fTv? T LET f 4=2 
460 PRINrV ^ET el| 

£l+U. LET fi=fl+v; LET P=l; GO T 

°500 0 IF P =2 THEN LET p=l: GO TO 

5 |l0 LET P=2: IF VO0 THEN GO TO 

515 IF U=-l THEN FOR n=C-l TO 0 
STEP -1: PRINT RT n ,d, K . BEtK 
,©1,10: PRINT RT n,d; INK 0, ■ 

trpo IF U~1 THEN FOR n = C +1 TO 16 

: PRINT T RT T n? dl ; INK * of ”W' : * NEXT®n 

|?|p IF lY = PRINT^flT^ C %? |1|| 

"01,10. PRINT RT C,n; INK 0, ■ 

' 54 | X IF n v=l THEN FOR n=d+l TO 3© 
PRINT RT C,n;"K**: BEEP ,01,10: 
PRINT RT t,n; INK 0^”dy: NEXT n 
=v45 GO SUB 700: GO TO 130 
550 INK S: IF VO© THEN GO TO 5 

3 555 IF U = -i THEN FOR n=ci-i TO 
0 STEP -1: PRINT RT n,di “K : BE 
EP .01,10: PRINT RT n,dl; INK 0, 

*6.4 IF X U=1 THEN FOR n=cl+l TO 1 
6? PRINT RT n , d lj ‘*K“ : BEEP .61,1 


;J 4*# 


fr**XHT 

y—1 








N5X 


Pf 

kfe- 




■ I 


INK ©; 

£°T T s.i 3e LET 

kSJ *-T 

sip 1°0 can ' t »ovf'tha? y; p ftRER| 

" EP 1,0.- Pri NT RT 20 h I?.. wa y b| 
140 , '° f ... __ 

70© Bright * ' 'IO 

INT RT n I n =3 TO 1R 

^RINT DT^ to i INK 1: “MF. Pf? 

lVl4j»fi T V^-r 1 ^ 1* 2- 

IGHT 0T PRTKrr 0 !, 2 '14; fl T 

D"; AT 3 ^“HINT RT 0,ls- ■ BR 

a?®? PRINT'Rt N ? fi"HFG- INK 6; "BC 

^La 4 t 15 ' "==I" 7 ' DBi-,,£ NK 2;'" =_ 

' *” ; PtR R?31 ; ^ 6 ^ E xt INT RT n , 0 
9BB IF p-„ ‘ EXT n ; 

Q 4 A r* — 






O 13© 

. >*? S ® PRINT ot _ ' ■ GO T 

"ySu^'oT, n» 

daLv v L th e REO A^A^ x NK 2; - 

3 -«r 1; seep i.Sg. D gg^B, 

950’130 

i ; R "In3 T o„ 1 V/“NK 1 6, 1 i^J* then 

IfiSsM?- «- 3 s: -J'&i 


GO TO 13© 

IGHT INK 0 ; Br 

1 "T°£ e ? 0 :L!;?''? the_wHi?^ 0 6R^o7 


«• . =-i: ow nave the uhttbT.^™ 

-.i. L-BT daglsl- Seen , f DAGGER) 
*T BEEP 1,25; PRINT 

11000 IF d ; tSS.. TO 130 

11002 IF 5GO TO 


:§gv. 7* rg^s*, in 

ii!l 3 |o«r?oi- “' 1 ' ™ EN ^ 

ifif 15 f° TO 1600 

-f 1 ' D « te-1i; l> i H g R ^si.a BNO r ^'J 

kiiigx§ p»r then le 
■ss^sr-susr 

no? B nf RlNT RT 19 G S.I® 130 

RlNT n S? r a J5®jJj A"* 'b£ep H ! ^ 

2000 FOR a -i ' t-S° TO 130 
f;; RT T i?^if B n°RT n |f 

" ; * $: IF T* 0 t h e r ba t t ? E IURN 

191?,P? f gT*«?" THE » l f 7 4s^ ; 

STOP GOOD 


efep'i.sjasBf 2 , 













































































GAME: CANYON RAIDER 
AUTHOR: STOATSOgT 
RUNS ON: A SHARP MSMGt 


1 Dims ( 20 ) , Hb* < 20 ;.: uubyti/YVihHlNi "BaBBBBBWanyon . Kaider": G0SUB1100: GOSUB2000 

3 INPUT"ENTER SKILL LEVElT l-HARDEST/9-EASiESTJ ? "VqbT'iNPUT"FIRING 1 ? " ?OF'* 

4 OF'*=LEFT* (OP*, 1 > s HS* < 2) = " CHAMP ION": HS* < 3 > = " HERO " : GOSUB200 

5 PRINT"DON’T HIT THE WALLS!++ANY KEY TO START!" 

6 GETA*:IFA*=""THEN6 

7 PRINT "IS ++Canyon Rai der++" :X=53250 

8 POKE10407,0 

9 SC=0 

10 READA:IFA=-1THENRESTORE:QB=QB-1:GOSUB200:GOTO10 
13 F'OKEX U 

19 MZ==F'E§:K (X+39) :RZ=PEEK(X+40) 

20 GETA*:IFA*=""THENU=201:GOTO50 

21 IFOP*="N"THEN30 

22 C=INT(RND <1)*519)+53728:IF <PEEK(C)=MZ) + (PEEK(C)=RZ)THENPOKEC,199 

23 D=INT (RND < 1) *519) +53728: IF (PEEK (D) =MZ) + <PEEK (D) =RZ ) THENF'OKED, 67 


IFA*="A"THENX=X-1:SC=SC+ <10-QB) 
IFA*="D"THENX=X +1:SC=SC+(10-QB) 
IFOF'*="N"THEN50 
IFA*=" "THENKIL=40:GOSUB1 050 
IFF'EEK (X+1) =67THENG0T098 
IFPEEK(X-l)=67THENG0T098 
IFF'EEK < X+40) =67THENG0T098 
I FF'EEK < X+41> =67THENG0T098 
IFPEEK(X+39)=67THENG0T098 
PRINT TAB(A)5K*:GOTO10 
REM*AAARRGGHH! 


The Blobs are coming! The Blobs are 
coming! Blobs are deadly — so should 
you see one on your journey through 
the sharp space cavern, avoid them 
at all costs! There are aliens too 
but these you can shoot with a 
well aimed blast of laser fire. 

Beware of the cavern walls ,( 

— these are constructed !' 

of baby blobules which 
are equally as lethal as 
the grown up wandering ; 

blobs! * 

Full instructions are 
included in the program 

— but remember, beware 
of these Blobs! 

Control keys are: A = left, 

D=right, Space Bar=fire. 

There are nine skill levels 
to deal with. Remember this 
is a Book of Games 
competition listing and the top 
five Sharp-shooters will receive 
specially selected software for 
their machine. Look at the 
contents page for details. 




99 POKE X, 107: FORS= 1TO40: USR < 68) : P0KE4514, S: USR (71) : NE XTS: F'R I NT " CJBBBSCORE 

100 FORTL)=1TO200: NEXT 

101 GOSUB300 

102 GETA*:IFA*=""THEN102 

103 PRINT"E": RESTORE: G0T03 _ 

105 DATA0,1,2,3,4,5,6,7,6,5,4,5,6,7,8,9,10,11,11,12,12,13,14,13,14,13,14 

106 DATA1&,17 lfe,i9 18,19,19,20,20,^1,22,21,23,24,2&,25,26,25,24,23,22,2 

107 DATA20, 19, 19, 18, 19, 18, 17, 16, 15, 14, 13, 12,11, 10, 9, 8,9,9,8,7,6,5,4,3, 2, 

108 DATA1,2, 1,2, 3, 4,5, 6, 5,4,2, 4,5, 6,7,8,9, 10, 11, 12, 11, 13, 14, 15, 16,17, 16, 

109 DATA13,il,10,9,8,7,6,5,6,7,6,5,4,3,4,3,2,1,2,3,4,3,2, 1 , 0 ,1,2.3,4^5.5 

110 DATA4,6,8,6,7,8,9,10,ll,12,13,12,11,12,13,14,15,17,15,16,IS,14,13,14 

111 DATA13, 12, 11,11,12,li,10,9,8,7,8,9,8,7,6,5,4,3,4,5,6,7,6,5,4,3,2,1 

112 DATA2, 3,5, 6, 5,4,3, 2, 1,2, 3, 4,5, 6, 7, 6,5,4,3, 2, 1, 0,-1 
200 IFQB<lTHEN0B=i 
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GAME: CANY ON RAIDER 
^CONTINUED 


201 
210 
20 
230 
240 
250 
260 
270 
275 
280 
300 
310 
320 
330 
340 

350 

351 

352 

353 
360 

370 

371 

372 
380 
400 
410 
420 
430 
440 

798 

799 

800 
805 
810 
820 
830 
840 
850 
860 
870 
880 
890 
895 
900 
910 
920 
930 
940 
950 
960 
970 
980 
990 
995 
999 

1 000 
1010 

1050 

1051 

1052 
1055 
1057 


:NEXT!HS(I)=SC:HS$ <I)=N* 


IFQB=1THENK$= . 

IFQB=2THENK*="I 
I FQB=3THENK$= " 

I FQB=4THENK$= " 

IFQB=5THENK$="^f&: : : : : ; S$i" 

I FQB=6THENK$= " 

I FQB=7THENK$= " 

IFQB=8THENK*="I 
IF QB=9THENK$=' 

RETURN 

IFHS(20)>=SCTHENRETURN 
PRINT."EYOU HAVE A HIGH SCORE'" 

INPUT"ENTER YOUR NAHE!";N* 

N$=LEFT$(N$,6) 

FORI = 1TO20: IFHS(I) >SCTHEN36© 

PRINTHS(i+10 8 ?TAB<3 E );h4J RB +10)' ( ’TAB (20’ il+10l">TAB(25); 
NEXTI:USR <62) 

HS=HS(1):D$=HS$(1) 

PRINT"PREsI H ftNV 0 Klv" iHS! " HELD BV " iM 

RETURN 

PRINT"EBHIGH SCORESS":FORI=iTO1O 

PRiNTHl<iIi™TAB i <yi) i I HlI(!+!l> iHSIII>iTflB(ZO)iI + 10! " > " ! ™ (25> ' 

NEXTI:USR (62) 

RETURN 

DY 

PR I NT " IS " s FORAG= 1T05 

PR l nt ;; gSBaaBaaaaainisESEB (c) stgatsoft unl i m i ted •• 

FRINT C| .•:&?' ‘-MV'#??'#: j:;)$»• 

PRINT" :•§: :& :& 1 S 

PR I NT "38: :& $:•: $$ 

PRINT" : "m&mi i: will 

PRINT . v> - 

if*®! mwi «*:*****»• mmm m&m " 

FRINT fei fei fei fei fei fesj fei ^ ga ga " 

PRINT"EiiiiilF' Eitiiiiil fei fsj ga gagaga gafe*aF r " 

PRINT"E:r^ fei ® ® g | gif* 3 pf?, 

PRINT "fei fei fei feiiifei fe^feife-iijF' g-K:K:*a ga 

FORHJ=1TO20O:NEXTHJ m M 

PRiNT"afe:*:*i*i mtm m. fei m. w» 

PR I NT "fei fei fei fei fei fei ^ fei" 

F RI NT" fei fe9MfeS& fei feitii ^ g| fei P3t. fej" 

PR I NT " feifetijii fei fei fei •'ifei feji fep^i gi pia" 

F'R I NT 

PR I NT isssssi issfewss wimm*®:- . mmmi msssm « 

PR I NT *5 m m i® », m ■% . m •• 

SSiSiiSi iS ;g; §!ggsi sssmis-'i 


Si ife 


m 


=0L s OL=OL-100 s HS$(GGK)=" i 


:NEXTGGK 


PRINT" %mm 

PR I NT" iS'Si:>. si m 

PRINT "Si is is m 

PORHJ=1TO200:NEXTHJ 
NEXTAG:OL=2000 

return" 11020!Hs(eGK} 

Y=X+KIL 
FORLOO=1TO10 
MZ=PEEK(Y) 

JFPEEK <Y)=67THENP0KEY,208:USR(71):RETURN 

DEF'FNYtz ) =SQR(R*R-Z*Z) 

R—R+5 
FORZ=OTOR 
T=FNY(Z) 

N^fSi^ ! !7i; P0KE,3 "'- Y - T!USR<68 ’ 
return' jTHEN1 102 

PRTWT"Th INT " A scrolling shoot up!" 
p£JmT T5 ese are the characters yBu will meet" 

PgJNT If you select’FIRING’_T" 

pp?mT..v " Thls 13 a . BI -0B! It's deadly,so if 
PRTWTruS*^oA??f! Dn deactivate BLOBS." 

PRTMT»TKf <96 ’ " T !?} s ls an alien. Shoot it 

ppTwxni w aH s are made of BLOBULES 

PRiNT" W ?n NING? H hen you start,move into the 
pptwt-t^ d avoid an immediate crash!" 

PRINTCHR*^)^" 11 !* 1 ^?!®^ F I R ING you will get a training run 
RETURN^* * 51 This is you (Believe it or not!)" 


1100 

1101 

1102 

1103 

1104 

1105 

1106 

1107 

1108 
2000 
2001 
2002 
2005 
2008 
2010 
2012 

2013 

2014 

2015 

2016 
2020 


you see it,avoid it!" 

for 100 points." 
and are lethal!" 
centre of the canyon "5 
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GAME: BLACKPOOL TOWER 


AUTHOR: DARREN REYNOLDS i 


RUNS ON: AN ORIC 1 



-128 


gZZ ™ p M2:INK0 
■ INPUT"HHf)T sua ,, 


5 /sr?s*^»r 4r ® wlNT,w ***«?»• 

lew mF0=eTHC ^w- m FIPe 00705000 

Q>i ti^.. HfiS SPDCar* ,— . 


|000 ~~® TH ENPRINT"THE FIRf ug~ 

I* u<l,- , , SPRE0D ' W ME 

F^sp 

psr^^sssss: ■»•».„■ 

ISSl 

■as»aaSi»» 


dead. “• 


G0T09 


)I$CHR$ <24):GQTQ90 


HHSK™- 

U(I*,N+1> 

™ SP=0:FORN=1TOLEN<W 

330 NEXT 

500 &THENRN— :GOTO70 
crap GOTO 140 

505 IFEA7. < RM > THENRM=EAX ( RM ): G0T076 
Sfl? GOTO 140 

510 IFS0X(RM)THENRM=S0X(RM):GOTO70 
Cjjp QQJO 140 

j 515 1FWEX(RM)THENRM=UEX(RM):GOTO70 

| 0«NV>, L,<^>. 0«<ND, L«NI>. **«•■>. «««. **("->■ 

1010 N R£»M : IFMO"STflRT"THEN9999 
1820 FORN=lTONV:RE0DV*<N),GJi(NV.NEXT 
X ^D«:1FMO-OBJECTS-THEN9999 

“S STsSS; «• ^ aeee. oet, 2200 , ent, 2000. 

11 ^'Hm OPEN.2800.PICK.3000.«-3200 .»■ W 00 ' P0UR ’ 3600 ' *'***’'**'“ 
N l^™ RE«>. 4200. SUIT, 9000, MCE. 4800. STOP. 9000.« 4000, ENTER 
11044 DATA 5000 

S r» KEvf-lfsflW. 4, P0N.S V, 4, KNIFE. 3. FORK, -1. FRUIT, 2,10P, "I' OOF' ‘ 
PAPER, -1, UTTER, 18,50P, -1 

1064 READD*: IFD*O‘ l L0CATIQNS^THEN9999^ 


















































GAME: BLACKPOOL TOWER 
^CONTINUED 


1865 FQRN=1T0NL 

1070 REPEAT :READP$: IFP$0"*"THENL$(N)=L$(N>+P$ 

1080 UNTILP$="*" 

1090 READNOX(N), EAX<N>, S0X<N>, WEX<N> 

1095 NEXT 

1096 READD$: IFD$0"END"THEN9999 

1097 RETURN 

1098 DATA LOCATIONS 

1100 DATA"VQU ARE AT THE ENTRANCE TO VOUR HOUSE. THE DOOR IS LOCKED 
SO THAT I 

1105 DATA"T WILL NOTOPEN. EXITS NORTH AND EAST. ", *, 2,2,0,0 
1110 DATR"VOU ARE IN THE LOUNGE. THERE ARE SOME DRAWERS BV THE WALL 
ALSO, A . 

1115 DATA" LIGHT TO THE NORTH IS VISIBLE, NEXT TO A SETTEE. ",*,6,0,1 

,0 

1120 DATA"VOU ARE IN THE KITCHEN. THERE IS A LOCKED DOOR TO THE 
EAST. THERE 

1125 DATA" ARE SEVERAL CUPBOARDS ON THE WALL. ",*,0,0,0,1 

1120 DATA"VOU ARE IN THE BACKVARD. THERE IS A SNAKE LVING ON THE 

GROUND BV 

1125 DATA" VOUR FEET", *, 0,0, 0, 2 

1140 DATA"VOU ARE AT THE BOTTOM OF SOME STAIRS. THERE IS A CUPBOARD 
AT THE B 

1 1145 DATA"OTTQM BESIDE VOU. ", *, 0,6, 9, 0 
1150 DATR"VOU ARE IN THE FRONT ROOM. THERE IS A SETTEE IN IT THERE 
IS ALSO 

1155 DATA"A COAL FIRE LIT. IT LOOKS DANGEROUS. VOU CAN SEE THE C 
ARDEN THR 

1160 DATA"OUGH THE WINDOW TO THE NORTH. SOUTH IS THE LOUNGE, EAST 
THE HALL. 

1165 DATA "THERE ARE SOME STEPS TO THE WEST. ", *, 0, 7,2,5 
1170 DATA"VOU ARE IN THE HALL. A LOCKED DOOR IS ON THE NORTH WALL 
EXIT WEST. 

1175 DATA *, 0,0,0, 6 

1180 DATA"VOU ARE IN THE GARDEN. THERE IS A' ROADTO THE NORTH. THE D 
OOR SLAMS 

1185 DATA" SHULWITHTHE KEV IN THE LOCK. ",*,14,0,0,0 

1190 DATA"VOU ARE AT THE TOP OF THE STAIRS. THEREIS A ROOM TO THE SC 
UTH. ", *, 5 

1195 DATA 0,10,0, "VOU ARE ON THE LANDING. THERE IS A ROOM TO THE 
SOUTH, A 

1200 DATA"ND ONE TO THE EAST", *, 9,11,12,0 
1285 DATA"VOU ARE BV A BED. EXIT WEST. ", *, 0,0,0,10 
1210 DATA"VOU ARE IN A BEDROOM WITH A BED TO THESOUTH. THERE IS A C 
UPBOARD T 

1215 DATA"0 THE LEFTOF VOU. ", *,10,0,12,0 
1220 DATA "VOU ARE BV A BED. EXIT NORTH. ", *, 12,0,0,0 
1225 DATA"VOU ARE BV THE ROAD, WICH RUNS EAST- WEST. THERE IS A HO 
USE TO TH 

1220 BATA"E NORTH, ACROSS THE ROAD. ", *, 15,16,0,17 
1225 DATA "VOU HAVE JUST BEEN RUN OVER BV A CAR. ", *, 0,0,0,0 
1240 DATA"THE ROAD COMES TO A DEAD END AT THE EAST. THERE IS A CA 
R PARK TO 

1245 DATA" THE EAST AND A PATH WEST. ", *, 15,18,0,14 
1250 DATA"THE ROAD RUNS EAST-WEST. THERE IS A TOWER TO THE EAST 
, *, 15,14 


f'jK: mm- 

, < fc* I 

... % > if?A m 

Vrc 5 o*4I 


i i« « . Ji- 

% kAvn'** 


: \'\'A 


. ' * ft v« VMP* 




























1255 DfiTfi 0,19, "VOU ARE IN THE CAR PARK. THERE IS A LITTER BIN BV 
VOUR SID 

1260 DATA"E. EXIT NEST", *,8,0,0,16 

1265 DATA"VOU ARE BV BLACKPOOL TOWER. VOU CAN HEAR THE SEA IN THE 
DISTANCE 

1270 DATA". THERE ISA MAN AT THE DOOR WHO WOULD LIKE 50P. ",*,0,17,0 
, 8 

1999 DATA END _ 

2800 FD=0:FORN=lTONI:IF0$CN>=B$ANDLX<N)=0THENPRINT"UKAV. . . :FD=1:1= 

I-l:L5i(N)=RM 

2002 I FBf="" THENPR I NT" GET WHAT ?“:GOTO90 
2010 NEXT 

2020 IFFD=0THENPRINT"I DON'T HAVE A ";B$;" !" 

2030 GOTO 90 

2200 IFI>=5THENPRINT"I CAN'T CARRV ANV MORE. ":GOTO90 
2202 IFB$=“"THENPRINT"GET WHAT?":GOTO90 

2205 FD=6: F0RN=1T0N I:IFQ$ < N >=B$ ANDLX ( N)=RMTHENF*R I NT" OKAV. ": I=I +1: FD 
=1:LX<N)=0 
2210 NEXT 

2220 IFFD=0THEN150 
GOTO 90 

2400 IFB$=""THENINPUT"EAT WHAT"; B$:GOTO2400 

2410 IFB$="FRUIT"ANDLX<6> =0THENPRINT"IT WAS POISONED. ":GOTO9000 _ 
%99 PRINT"I MUST HAVE THE B*;" TO":PRINT"BE ABLE TO EAT IT. ":G0 

TO90 

2600 FD=0■F0RN=1T0NI:IFLX(N)ORMTHENNEXT:GOTO2630 
0 IFFD=0THENPRINT:PRINT"I CAN SEE.. . ":FD=1 
2620 PRINT"A 0$<N) :NEXT:GOTO90 

2630 .IFFD=0ANDVt="LOOK"THENPRINT"I CAN'T SEE ANVTHING SPECIAL. " 

2640 GOTO 90 

2800 IFB$=""THENINPUT"OPEN WHAT";B$ 

2805 IFB$="CUPBOARD"THEN2850 
2810 IFB$="DOOR"THEN2900 

5 IFB$="DRAWER"THENPRINT"THERE ARE SOME PAPERS AND A FORK. " :LX(1 
0)=2 

2816 IFB$="DRAWER *THENLX < 5 >=2:GOTO90 

2849 GOTO 150 

2850 IFRM=5THENPRINT"THERE IS AN ELECTRIC MTER WITH .1@P ON IT. ":LX< 
7)=5:GOTO90 

2860 IFRM=2THENPRINT"IT'S FULL OF CUPS. ":LX<8)=2:GOTO90 
2865 IFRM=12ANDLKX=1THENPRINT"IT'S LOCKED. GOTO90 
2870 I FRM=12THENF‘R I NT" THERE IS A KEV INSIDE. " :LX(1)=12:GOTO^0 

2899 GOTO 150 

i) 2900 IFRM=7ANDLLX=1THENPRINT"IT'S LOCKED. ":GOTO90 
'/ \oo0i IFRM=3AHDLBX=0THENSOX<2)=4:GOTO90 
i / N 2905 IFRM=7ANDLLX=8THENPR I NT" VOU CAN SEE THROUGH TO THE GARDEN. " :N0 

», ! f _ 

^ *<2910 IFRM=3ANDLBX=0THENPRINT"VOU CAN WALK IN. TO THE BACKVARD TO THE| 

3% ", i \ 'south. " 

\ , 2999 GOTO150 

%\ 2000 IFB$=""THENINPUT"F'ICK WHAT";B$ 

'•« \ ' 3805 I FB$~" LOCK "THEN2020 

* v i ' ' 7019 GOTO 150 

*~Y*$ ^ 2020 I FRM=7THENPR I NT" I CAN'T PICK THIS LOCK. ":GOTO90 

,3020 IFLX<5)O0THE 

‘ 0 

■ ... 

i !>»'• - 


m 


rmcnriMm * 1 1 - — 

j)O0THENPRINT"I NEED SOMETHING WITH SPIKES ON IT. ":G0T09 
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GAME: BLACKPOOL TOWER 


I CONTINUED 




jniif . _ 
i 


» % •/*» 

1 '4’ 

; * && c % 

N '£&■ < V 




ft 
\ / 
> A 


'H'$' * $ 

.'pjiisS & 4 

S i s’’ iV 

m>: 4 

i > •.& 
® // >> 

S mi '% 


•;.• j\va v. *5 
>>• *<1'* 

.$ ~V v \<; * 


>/ ,* IV \\ 

v/ *™ 

V ^, 


■'•■ . AVH 

. "/ VT^&WI ' 4 

f l*«' ,v. 

y *:.aw? -v 


1. 


1^ 





;. J>V 

<2^^xv/- . 

•"*1 I *> 

7* !•• 


12200 IFRM=5THENRM=9: GOTO70ELFE140 

I Tcaa J FRM=9THENR M=5:GOTO70ELSE140 
3600 IFB$=""THENINPUT"POUR WHAT"B$ 

2605 IFB$=”MATER"THEN2650 

3649 GOTO 150 

3650 IFLX(9)O0THEN150 

3665 TOf,™ ^05 BEEN PUT OUT BV T „E WATER" :F0=1 
12670 GOTO 90 

ESSwwasris. 

SI ST"' 1 oorT ** RNVTHIN °-" 

■4000 IFB$=""THENINPUT"UNLOCK WHAT"; Bf 

p "ssrr 

we “ Hf|T «k-,b» 

4649 ^ o EF 1 T ^ B$ - 6>= ’ UT TER"THEN4650 

JjgjHtt H IMW, 8).'1W BlWORHIDKBt, 8),"lw LITTE r BIN « )flN0RH=18w | 

SSSsis — * * 

S ^Ssswk ■ ™~ 

14849 GOTO 1^ .. BIIT , D0N 'T HAVE 50P TO GIVE. ":GOTO90 

s in. ■=«=««"» 

IjS H« SUCCESSFULLV COMPLETE 

feo^-T^R-RNDE^T^INT"* DOORKEEPER STOPS «U * ■ 
\s 50P":GOTO90 

|5S " VOU WANT TO W MW, W:ffV*^VW*« 

EfeBS ® 7 ^ 

160001 F0Rfl=lT0H " CSAVE"BLACKPOOL TOWER'S AUTO 

160002 PRINT "SAVING IT IN FAST. ■• 

160003 WAIT100 "•CSAVE"BLACKPOOL TOWER'S Si AU 

68004 PRINT"SAVING ITMN SLOW... 

160005 WAIT500•PRINT.PRIN 
] ^0006 NEXTA 


t 

























GAME: FRONT GUNNER 


AUTHOR: SEAN AKERS \ 


RUNS ON: A BRC B in 3£k 





5 

52?i»»a3i. 


E»^S5ta5=as 


f a « the aliens m of tL C t nyou bias 

'your fuel runs out? Sky be *** 


lighters anrite.^ 01 alien 


-f / », J J 

- : 


I ''enters and Bounc*™ c- L n craf t. 
slower than Bounced h F i ghters 
t aser bolts at you ThL bu J they fire 

hour ship’s a u tnZ T hese boits cause 

i activated 1; at,c ^'e/ds to . 

(each day. Bounces do 00 f tinits of fuel] 
butjhey areve^l^reatyou 1 
I Th ?y make you waste l d , hard to hit. 

] but are worth ten f 1 ®** and fuel 
linage to hit one. P °' nts 11 you 

Haf 80 °*°*benl?tl£o r0 F d then l 
galaxy - through hw!f rtor of the J 

pk^Sehks,' 

/down arrowmoveyour s^hlT and 
Ibown, the left and r?*Z ght U P and 
I®«ht in the corresiiSf arroivs move 


5@ ON ERROR GOTO 1730 
60 HflME$=" ELECTRON COMPUTER" 
70 S’;-©: H"T~50 
80MODE6:GOSUE1430 
90DIM R<11> 


IVARIABLES 


NAME: 

ls%: 

|H%: 

ISHEET: 


|FU%: 

Iarray 

|A(x): 


Holds the name of the high score holder. 
Holds the value of the players score. 

Holds the value of the current high score.| 
Holds the sector number. It is used to 
control the difficulty of the game. 

Holds the amount of fuel left. 


10 

110 MODES 

12© SHEET-0 

130 VDU222 

140 SHEET“SHEET*1 

150 VDU23.1 82020O0 

160 VPU23,255,255, 255 


c :55 


I tsrr.~ r:rrr ever •••>K~;k::; 

c*:. .. <:l %j .. c.-.j -.j 


lMAX%: 


|dv% & 

|DH%: 


Holds the type of alien to appear. If A(x) 
= I then a fighter will appear, if a 2 then 
a bouncer will appear and if it equals 0 
then the alien is destroyed. 

Holds the number of times the alien can 
fire at you. 


170 W*«CHR*255+CHR*255+CHR$23di 
I + C H R $ 10+C H R % 8+C H R $ 8 + C H R $ 8+C H R $ 2 5 
5+C HR$255+CHR $255+ CHR$ 10+C HR$8+CI 
HR*8+CHR$8+CHR*255+ChR4i255+CHR*2l 




1X1%: 

|YI%: 

|X%: 

|Y%: 

|EXI%: 


Random numbers used to say whether 
the alien moves up, down, left or right. 
Holds the old X co-ordinate of the alien. 
Holds the old Y co-ordinate of the alien. 
Holds the current Y co-ord of the alien. 
Holds the current Y co-ord of the alien. 

X co-ord of where first alien laser bolt 
strikes. 

X co-ord of where first alien laser bolt 
strikes. 

X co-ord of where second alien laser bolt 
strikes. 

Y co-ord of where second alien laser bolt 
strikes. 


180 TFM4,1 

190 GCQL.0,9 : VDU29,64©512 

200MOVE--10.. 0 ■ DRRW.50, © : MOVE20, 

0 : DERW60,0 •• MOVE©, 10 : DRRW0,50 : MOV 

| 1 mSvE.15©, 100 MOVE.1 

150:PLOT85,150,150:MOVE158 


50 


10 


10 : PLO'T'85 ,.150,108 

j 220MOVE-150,150:MOVE-130,150:PI 

L0T85,.' 50,.100 : MOVE -1 ©8, -100 : PL.| 

0T85,-1O0,150 




























GAME: FRONI GUNNER 


I CONTINUED 



. 150 •'"' 1w 

: PL0T85, 150, •-150 MOVE 150, ~ 1 ■ PL 

I 0185, -150..100 ., .. _ 

•>40MnVF 100 • -100 : MOVE 150,.1 00 '■ f ' 

I L0T85100 .• 150 : MOVE 150.. 156 • PL0T85 

.150.-100 . 

259M0VE10O > :l. 00 MOVE600,518 '• PL ' I ^ 

' 1 ' pE.Pit'10VE640 .i 490 • PLOT85, 100, 100 
270M0VE108, - 100 MOVE680,.512 '• P 

I uj im<ma \ -490 •. plqtss , 100 , -10 ■ ^ 

290MOVE.100, 100 •• MOVE-600,518 P j 

II OT85 . -640.. 512 . , 

3OOM0VE~640,498 •• PL0T85, -100, « 

8 L OMOVE-100,-100 ; MOVE.600,.513 

; P1.0T85-640, -512 • MOVE-640,.490 : 

I PLOT85, -100,.100 . _ _ _ _. 

3 2 OF OR FX- IT050 '• PLU f 6 9, h-.ML"-. l^’-'j 
0 >--640 .i RHIX 1024 > ;512 • NEXT 
0 pi i:i-4000-' : - lOOTbHEE I 
840 IF SHEET>3 THEM FU%=4000 

350 MOVE.640,-450:MOVE-640,-51 

2 : PL.0T85,640, - -450 '■ M0VE64W, 18 • F 

1 L0T 3 S' VDU4: C0L0UR4 . COLOUR 135; PR 11 
I H TRB< 8.80 "■> > " FUEL '• " FUX, f HB 1 -. 10, 

30 ^0 s m :,,;S ^ ...... 

386 MOVE.640,.512:DRRW-fc.40,911| 

DRHI4639,5.11 • PRRW639, -512 
390 FOR VX~"1 TO 10 
400 D-RM(X 4 > 

410 IF D-1 THEM R< VX >-2 
420 IF D> 1 THEM FK V*: >“1 
430 NEXT VX _ ...., 

440 VDU19,8,7,3: VDU19, 1 1 w • 

450 FOR FX—1 TO. 10 
460 MRXX-4'K SHEET DIV 3> 

470 LX“RND< 2 > • 1F L..-v"-2 ! HLH 

•-640 ELSE XX~640 _ ., ,.i 

480 YM»RNO< 1024 >-512 MUvE • 

V • or ni 4.3: PR I NT CHRSK 229+FK F*: > > 

490 OC0L0.0 : MOVE-90,90 '• MOVE.90 

90 . PL0T85,90,90 : PL.0T85,90, "90 - 
|PROCSIOHT 

508 TEX15,0 

510 RE PERT •• PROCRLI EM FPEOCKEYS ■ 

IPP0CKEY3:PRQCKEYS:PROOF 1 

520 UNTIL. fl<FX>*0 OR FUXo^O 
530 IF FUX<-0 THEM PRULENP 
540 TEX 15,0 


550 XX=Q : YX*© ; X 1 x*X% ■ y j. v^yv 
560 NEXT 

570 PROCHYPERSPRCE 
580 GOTO 130 
590 DEFPROCRLIEM 
600 PHX-RND( 2 > PVX r "RND< 2 > 

610 X1X-XX: V l X-YX 
620 IF DVX= 1 THEM YX=YXK 35TR 
: FX >•+•■:: SHEET4:2 > >ELSE VX'«YX-;. 35*f-K 
| FX >K SHEEI T2> > 

530 IF DHX~ 1 THEM HX-XX+Y 1 G4:R>:' 

I FX >"K SHEETT2 > >ELSE XXXIX-:: 16TFK F 
| X >'K SHEETT2 > > 

64Q IF XX< --620 THEN XX*.620 

650 IF XX>620 THEM XX=620 ' 

660 IF VX<.490 THEN YX-—490 

676 IF YX>500 THEM YX-500 

68© MOVE XX, YX : GC0L..4,3 : PR I NI C 
| HR#':: 229+R-:; FX > > 

690 MOVE X1X,Y1X:GC0L4,0:PRINT 
| CHRsK 229+FK FX > >; 

i"0O if H's FX >'•"■• . 1 . THEM FF^X'-RNIX 30 

IF F P X < < 1 + S H E E T > R M D M R X X < > 0 T 
|HEM PROOFIRE 
710 TFX15,0 
72© EMDPROC 
730 DEFPROCFIRE 
740 MRXX--MRXX-1 

20 ril, i: iff Ii4 V 20 ' - ‘ - 

760 VDU19,3,18,0,0,0 
778 SOUND1,1,100,1 
780 EX 1 X»RND< 200 100 : EY1X- RND 

<280 >-100:EX2X“RNP<200 >-100;EY2X 
“-•RND 1 :: 200 >•••• 100 

790' MOVE XX+32,YX-16:GC0L4,14: 

I PLQT21,EX1X,EY1X:PRINTCHR$215:MR 
VEXX+32, YX— 16 : PLOT2.1., EX2X, EY2X : P 
RIMTCHRS217 


mil M 




































CO 1500 --NEXT 

YR-16 '• GCUL4 

PRIHTCH?«« 
«T21, EX** .• *=■ 


1000 ■ H 1 

19,7,7, 
i. PROOF*. 


END?* 


pROCMft 1 *- ^ 

pROCMR'.- - 

;i pROCMFK 


PROOF- 


920 ENDPROC 

938 DEFPROCMfK X2R . Y 2 R > 

940 x l R«XR: v 1 R-YR 
950 XR-XR+X 2 R: YR=*YR+Y 2 R 
960 MOVE X*, YR ; GC0L4.3 = PR I NT f: 
HR$‘- 22 y+fl(. FR :> ■ MOVER 1 R, Y 1 R: GC0L4 

, 0 : PR I NT CHR$< 229 + fiC FR > > 

970 ENDPROC 

980 DEFPROCF1 : FUR “FUR --1 : PROOF! I 
|EL:ENDPROC 

990DEFPR0CFIRE1 

• 000 MOVE “640,-100:GCOL4,1:DRR 
WO,0:MOVE640,-100:DRRWO,0:S0UND2 
,1,100,1:MOVE-640,—100:GC0L4,R:D 
RRW0,0:MOVE640,-100:DRRW0.0 
1018 FUR-FUR-5:PROCFUEL ’ 

1020 MOVE© ,0: IF POI NT<" 0.0 x >0 T 
HEN PROCEXPLODE 
1030 ENDPROC 

P<?n 0 Sr7 PR0CSC0RE:,DU4 :print tr 

OC " ' ' SCORE : j 8 V0U5: EHDPR 

1O50DEFPROCFUEL:VDU4:PRINTTRIX0H| 
, 30 >, " FUEL " " •• ; TflB< 5.30 > ; F! I ■ 

R; : VDU5:ENDPROC 

1060 DEFPRQCEXPLODE:SOUND©, 1.20 
0 , .10 GCOL3, RND< 16 >-l : FOR GR- 1 TO 
20 : MOVE XR, YR : PRINT CHRsK 2O0+-GR 
: F " uR G 1 *»“ 1 T0 100 : | 'EXT ; NEXT : SO! 1 1 

r r- TVi-i- •' 100 10 : MOVE XR , YR : GCOL 0.0 : 

FF <l NT CHR*255. : PL0T69, Q , 0 
1070 PROCSIGHT 

1830 IF R< FR ::•••-• 1 THEN 82*83+1 
1090 IF fi< FR >«2 THEN SR«SR+ 1 © 

110OPROCSCORE : F r OR GR«1 TO 4000 • 

| NEXT’ ’ - 

1110 H 1 '. FR }““0 
1120 ENDPROC 
1130 DEFPROCSIGHT 

1140 GCOL0, 9 : MOVE - 1 0 , 0 : DRRW-50 , 

0'M0VE20,0:DRRW60,0:MOVE©,10:DRR 

| WO, 5© : MOVE©,. 10 : DRRWO . -~ 3 m' 

1150 ENDPROC ' 

•1 IS 0 DEFPROCHYPERSPRCE 

f 0 SRwSR+FUR DIV 10: PROCFUEL 
1180 FOR IR --1 TO 30 

J 1 z'z ' V 'DU 19, 0 , RND< 16 >. 1 , 0 , 0 , n 

nn l- '' OVE0 ' 0 : W0L.4, PNC* 16 >4 : r.p, 

-r p ' rr ® ! MOVE0 ' 0 : ORHM640,256: MR 
Sf ,S?? B ' 8 : nWH ' 0: ORRW640 I 

u : DRRI.J320, -512 : MOVE©; 0 "DREW ©-31 
rnfii| V -i- b : DRRW ~ 320 " MOVE© , O: 




















































GAME: ZOMBIES 
# APTH bK: MACER GIFFORD 
_ RUNS ON: A VIC 80 IN 3.SK 



Are you cunning enough to outwit the 
hoardes of evil Zombies out for your blood? 
Are you clever enough to avoid being 
eaten? Or are you stupid enough to attempt 
to head-butt one and end up as worms’ 
meat at the bottom of a crevasse?! In any 
event the aim of this game is to lure the 
Zombies into strategically placed pits and 
trap them. You appear as a smiling face in 
the centre of an area full of nasty zombies 
and those all important pits. To win you 
must lure all the zombies into the pits — 
but beware — they always move straight 
towards you and may join in twos or threes 
to attack! 

So a good strategy in this case is to lure 
them into a group and position yourself so 
all the zombies attacking you fall into one 
pit. A good trick if you can pull it off! 

If you go off one side of the screen you’ll 
come back on the opposite side — but this 
provides no easy means of escape as the 
zombies follow you relentlessly. You 
venture into the uncharted lands at the top 
and bottom of the screen at your peril! 

Eight directions of movement are open to 
you — and the zombies. These are 
W=up, X=down, A=left, 

D=right, Q,Z,E, and C control 
diagonal movements. 

Don’t forget this is a 
Book of Games 
competition listing. If 
you are among the 
top five scorers on the 
closing date for 
competition entries, 

February 16th, then 
you’ll receive a 
specially selected 
games tape for your 
Vic-20. So get in a 
of practice and then 
make your attempt 
at a high score. 

Once you’ve 
done that, fill in 
the form on the 
contents page, get 
a witness to sign 
it for you and 
send it to us, at 
Computer and 
Video Games. 


Lines 5-40: 
Lines 50-90: 

Lines 130-180: 

Lines 190-240: 


Breakdown of the program: 


initialisation and preparation, 
position and draw zombies an 
pits. 

moves smiling face and che 
for zombie or pit. 
moves zombies and checks f(N 
smiling face or pit. 


bit 


24 






























































ation. 
ies an 


Lines 400-420: 
Lines 500-715: 



Lines 718-730: 
Lines 740-770: 


Lines 2000-2080 


sound effects and scoring when 
zombie falls in pit. 
sound effects and message for 
player’s death, 
plays tune. 

prints scores and prepares for 
another game. 

sets up user defined graphics. 


ssa 8 ,- 

50 PRim®? 9 '*; S-l :sc=0 


^ P0&j^”<t>+22*N'<h. a . _ > * 22>+1: m I> 

98 PQKF7?(i~.+p 1 **484) : lFPE£Lss-* yn 

135 P0KE?gsa+y+"oIu ENt3d 
IFfi*=«a»Tu~i 2 * V '3 2 
141 ifr* = ,11 h I n *=x-i 



141 

143 IFftf=.r„J/5. N,K ' =X+ l 

144 lFR$ a n?„llj^X=X+l 

150 j ro*__ „ £ i 

IS® IFfli=»w«rSv =X+1 




: IFfiaX3THENfia>=0 
: IFR < IK3THENR (I)=1 


17= TCr E InlI 680+X+22 * V): 1FP=4THEN500 
1 ?j I FF'=0ORP= 1 ORP-3THEN600 

J? 0 P®KE7630+X+22*V,2 : POKE38400+X+22*V,? 

190 F0RI=lT05+S*5:lFCa>=lTHEN231 
195 POKE7680-Hia>+22#N<I.>,32 
200 IFM(I)>XTHENM<1 > =t<K I) -1: 

210 IFM<IXXTHENMai=Ma)+l 
1220 IFN(I)CVTHENN< D =N < I >+1 
230 IFN(I>>VTHENN<1>=NfI>-i 
2|1 NEXT I : FOR 1=1 T05+S#5 : IFC CI>=1 THEN240 

i3i P=PEEK<7630+M<D+22*NfP) 

233 IFP-4THEN400 

234 IFP-2THEN700 

235 I FP=0ORP=10RP-3THENRa ) =3 

420 GOT0240 ' 5 SC 11 ° = s « IFC=5+S#5THENS=S+1:C=0:GOT0S 

I?S Kr ,E 

712 0 FORV=15T00STEP-1: P0KE36877,140 + V: P0KE36878, V = FORT-! TO 100: NEXTT : NEXTV: POKE: 

?18 POKeLw^SeSs???*****^**^ 8 ^ "**********************" 

I 740 PRINT"SKECORE-"SC 11 ON SCREEN "fl 
7-r Ip 3pHTHENPRINT"H3 ft NEW HI-SCORE' mu is'u-or 
760 PR I NT" :*H I -SCORE- "H " ZOMB IES" . H-oC 

765 PRINT"SO) HIT ANY KEV...» 

766 GETfl$ 'I Ffl$= " " THEN766 
770 sc=0 = c=0:RESTORE = GOTO 30 

SB 

i'040 BRTR48,48,32,62,60,32,32,48 
U050 DRTR60,126,219,255.219.18°;. 126 60 

2060 IiRTR231,231,66.231,66:i65 65 
2£0 DRTR0,28,62,126,60X24,56.0 

--- 










































GAME: METEOR ATTACK 


(AUTHOR: PENNY ASPATURIAN 


RUNS ON: A TEXAS XI99/4A IN 14X 



s^tfSsSan 

SnS&SsfssV* 

SJsS SSkffifikfiSS 

, ,a«s S o*W , canV°“£^tf 


t>unctt ol 

lhich «eaW resa,e « 

: *ometec» , on \y 

Youaref^do^ 

pM^t^rocK*- 

fcSEfeS 

l decay ^rocM> 

ImaKestt*"*;* 


SssgBstsac? 

E&S^Si 


*******’ 

‘...“BO 


CALL Wj; 

cw-v l 4 

pplN> 

, penny 

b 

7 PRINT 

■8 CftU r» 
V9 T.P J 

0 ip (V 


CAL'- ^(ISP- „ l “p F FFFFPP 
calc ^p ad > „Spr’'A5PppP 

CALL CHAN (119 ,' Ff, C 3 C 3 C 3C ; 
CALL '•laftRUSO, L-L c 7 E 7' 

' PALL CHAPI^’ 

> CP^ o 

•/ CALL p OL op( lb" 15 

8 C CAU c°LOPa= : V;’i' 

5 ^SS^*’ , 

33 CA\-^ rQU ouB 0 i 5 1,31 

135 CALL HCHAT Ra , U >2 

l l3fc caul hchabchei| 2 i 

137 CALL p C RAB^I 6 DlB ,l3' 
l 38 o CAL'- HCHAB1 — £ 9 , 
|l 39 V'-P V ^° tAFN t so 

llAO C^jge-83 7HCN ^ 

g^i if ^oveft® then i* 7 
S\ A A3 IP «rtH 8 N 154 
» 4 t 0^=0IP* 1 
«46 60T0 1^, aB (24,C1 R ^ 

■\« St S”® 177 ' 

A:. 9 , 
















































0 (23 * v Vo i35' ■ 

> 1 

55 0BQP^°2^tHEN lfa ° 0rtB .32'- 

6 CHAB 170 ] 

116 ^ . goUN^-*-' . #7 

11.63 CA nP£=S c0R£ ^trHF vF TH^- h 16 

11 64 SCO^-^ <S ETSCOB£ 

1 165 X nquB 2°1 0 n+O 

ll 66 60* o~ r^T ( (32-?' + V 

l 167 nROP^ £ViDr<OP 

■VS boto (o^;. 1 \7°2 ^ se 18 ‘ 

: H78 bomb-in woB op 

WFEk^ sou^c 
K 9 B 1 B 6 CAU- u0 qF 

B 67 ™u cueftf;. n)i j^ouBi||| 

Kip 


P 0 I^ S ' 
6 P>^ £ 7 


gCOB^r 

^03H£^ 


CBA30B 


gOODLUCK 





TlMa 









































GAME: FROGGA 


I AUTHOR: MARK WHYSALL 


RUNS ON: A 2 x 81 IN 16K 





This is a version of that^. 

-world famous 

featuring aleaping amphibian which you’ve 
all come to know and love. The aim of the 
"eame is to help your friendly frog reach the 
safety of a lily-pad. He does this by crossing a. 
road and a river - helped out by turtles and 
floating logs. There is a clock which givesyou 
iust 90 seconds to negotiate the road and the 
- r ^ver - if you don’t make it in time then again 
you’ll lose a life. When you have helped five 
frogs to safety you move onto the next screen. 
x Screen two is the same as the first screen, 
but on screen three the road becomes even 
more dangerous with a heavy build up of fast 
moving traffic. A snake appears on this 
screen - which can give your frog a deadly 

— bit The game also features a hi-score Hall 
Fame — so you can show off to all your friends 
—if you get a really good score! ^ u . 

Control keys are: W for up, S for down, H for 
left and J for right. You get three lives. 
Scoring is as follows — you get 10 points for 
each leap forward, 50 points when you safely 
=luide a& a lily-paS and 1000 

an extra life if you manage to complete a 

screen. 


PRINT 

|| tp Baa,. 

ill B Jmjsm 


OOOQ 

OOOO 


, o aa0 Q|Xr, e * = '* Q OOQ 

o 2292 OOOO 

««• S°Smo>.; them °°° 

+ + + + OOOO E +fI + B * = "2 OOCl 

C * = 9° QQ . tmiitntu** OOOQ 


29° 

ooo 


oooo 

OOOO 


300 LETo*..., 

OOOO OOOO 

992 ° oooo" ~ uiy 

I oooo IF then let d*- 

'oooo tttt 22°° +*++ 

-34-e bfm ++++ 


OOOO 

oooo 


ill ISIS? ST }S;g;Ei% i ™ o x $ 2°i' l 


: IF SC>S THEN print at 14jSs 






















































=31 THEN LET 55=0 
=X + 1 

31 THEN <-ET X=X 
=© THEN LET XI=33 


4-150 NEXT T 
4155 LET LO=0 
4160 LET SC=SC+1 
4170 LET L=L+1 
4180 GOTO 15 
5000 REM 
5005 CLS 

S o5er PRINT fiT 3 ' 

S020 IF S >H THEN 


XF ft=ZZ THEN GOTO , 

JP >ZZ RND R< (ZZ+6) THEN 

X®®fi=tZZ+6) THEN GOTO 4000. 
IF R > (ZZ+6) RND R< (ZZ + l«fJ 


THEN 


5030 Print 

^*R£ WRS M :j 

i®*® PSint 

wHHE (Y OR 

HIS input 

2®§® IF M*: 

&ZS JE r?£ 


firr 7 , 0 ; 

nT - 19 ' 0 

M* 

'■Y" T tEpk, GOTO 
vX v .. T HgN GOTO 


your fxnrl 50 


?“s88»g 8S T P® 

5 f|5® « T 

LETTERS) " 
^|~® input N* 
PS30 IF LEN Nft 
PRINT FIT 

.tifS g,°I° 50I0 


highes 

_ INPUT 

<hrx of 


9*0;"BY M. UHYSRLL 
18 , 2 ; “PRESS N/'L TO 











































































GAME: SNAKES 64 


I AUTHOR: JUSTIN VETTA 


RUNS ON: A COMMODORE 64 


I morsels dotted 
around among Sid’s 
snake food which he 
must not eat. You 
must also stop Sid 
running into his own) 
tail — a difficult task 
as he grows longer and 
longer. Control Sid 
using D for up, Space 
for down, X for left and, 
C for right. Full 
instructions are 
included in the 
program. 


I lYou have to be a really 
■slippery customer to 
■master Sid the Snake. 
I He zaps around the 
■screen eating tasty 
■snacks as he goes — 
land growing longer all 
■the time. Sid moves 
■faster after each meal 
land it requires split 
■second timing to 
Icontrol him. You must 
■keep Sid clear of the 
■walls — and there are 
|some poisonous 


1 Q=-l 

2 GOTO500 

5 SC=0 

6 N=0 

9 P=100 

10 PR I NT ".T 

11 POKE-53281 , 0 

13 FORT=1024TG1063 : POKET , 160: NEXT 

14 FORT-1063TO2023STEP40:POKET,160:NEXT 
1;' FQRT=2023TO 1984STEP-1: POKET .160: NEXT 
lb F0RT= 1984T01024STEP-40■'POKET, 160: NEXT 

32 FORT=lTO20:X*INT<RNDaW54 B6=1615:B7=1616:B8=1617 

10 POKE1024+X,160 


50 NEXTT 

51 POKER 1,56 

52 POKERS, 81 

53 P0KEB6,81 


P0KER2,81 
P0KER9,81 
PQKEB7,81 


: POKERS, 81 •• P0KER4,81: POKERS, 81: P0KER6,81: POKFfl? <? 

50 F0RT= 1 TO 10: X= I NT < RND< 1> *912 ',+4 1 

l SS^SIv NT r a> * 9,2H< > :G0T065 

0 NEXTT ' " ' 

00 GETR*:IFR$="D"THEHR=-40 
10 IFR$=" "THENQ=40 
20 I FR$=" X" THENQ=-1 
30 IFR$="C"THENQ=1 

^0 IFF'EEK(fll)=l60THEN300 

51 IFPEEK(RO=81THEN300 

“ ™S 2THENSC - scne:N - M ^^cosuraa, 

»5 POKER1,56 : POKERS,81:P0KEB8,32 
57 FORM TOP: NEXT 
50 GOTO 100 

'0 FORT=1TQ20: X=INT(RNB( 1 >*9595+40 
0 POKE1024+X,160 
0 NEXTT 

P0KE5427if 0^POKE54277f 0: pSkeSS- 3 .! 0 ? 1 P ° KE54273 ' 17: p 0KE54272,37 


1 










































FnRK.L=lTOlR0: NEXT: P0KE54277 > 128'■ P0KE54276,17'• P0KE54273,40= P0KE54272, 43 
225 FORKL= 1 TO 100: NEXT = P0KE54276 .■ 0 = P0KE54277,0 • P0KE54273.. 0 = NEXTT 
230 FORT=1TO10 ; X=INT<RHD<1>#912>+41 
235 IFPEEK (1024+X ) 032THENX= I NT (RNIK1 >*912>+41 : G0T0235 
240 POKE1024+X,102:P0KE55296+X,1 
250 NEXTT 
260 N=0 
270 GOTO155 
300 PRINT"T 

30=1 PRINT"M(*MMiaa HONOUR BOARD " 

310 PRINT"KWMiia VOUR SCORE WAS ”SC 

91! IF SOH5THENPRI NT "WMISPLEASE ENTER VOUR NAME ; GOTO400 
912 PRINT" 1ST HIGHEST SCORE BV "A*" WAS "HI 
|313 PRINT" 2ND HIGHEST SCORE BV "Et" WAS "H2 


314 PRINT 
I 315 PRINT 
316 PRINT 


3RD HIGHEST SCORE BV ”C$" WAS "H3 

4 TH HIGHEST SCORE BV "Dr WAS "H4 

.,,, 5TH HIGHEST SCORE BV "E$" WAS "H5 

320 PRINT"M»»i»l WANT ANOTHER GO <V/N> ?" 

330 GETT$:IFT$="V"THENP0KE53281,0 : GOTOl 
:40 IFT$="N"THENEND 
350 GOTO330 

400 IFSOH1 THENH5=H4 : H4=H3 ; H3=H2 : H2=H1 : H1=SC : E*=Df : 

410 C IFSC>H2THENH5=H4 T H4=H3 : H3=H2: H 2 =SC '• E*=D* '• D*=CrC*=B*: INPUTS*: G0T0312 

430 IFSC>H3THENH5=H4=H4-H3 ; H3=SC=E*=D* : DT=CT : INPUTCf : G0T0312 

430 IFSOH4THEHH5-H4:H4=SC : E$=D*:INPUTDT:G0T0312 

440 H5=SC: INPUTEf-: G0T0312 

450 INPUTAt : G0TQ312 

500 PRINT"HMMkiVI3BV JUSTIN 'v'ETTA " 

-,10 PR I NT" »»»*•*»» SNAKES 64 " 

515 PRINT"M»MWMSM 

520 PRiNT"»»»»»iisa r~ r\ i /\ 1/ r~ r~ " 

530 PRINT"»»»*ISBI □ I ■) / ■■■ K d □ " 

40 PRINT"»M»MIW 

541 PRINT" WMPMiMWSa I A 

542 PR I NT " MWWlMMiiai r] T " 

543 PRINT"WMWMWMiilSil 

550 PRINT“W»Mi’OU ARE A SNAKE TRAVELING AROUND" 

560 PRINT“MMHMTHE SCREEN,VOU MUST EAT THESE I TO" 

;70 PRINT"HWM3ET ONTO A NEW SHEET. REMEMBER VOU" 

572 PRIHT"WiilVOU MUST NOT EAT THESE 51 B EVERV" 

573 PR I NT "WHIT I ME VOU EAT & VOU MOVE FASTER. VOU" 

575 PRINT"IMMMMUST HOT EAT THE WALL OR VOUR TAIL" 

599 PRINT"WiHHISPRESS SPACE TO CONTINUE" 

600 GETRrIFR$=" "THEN648 
610 GOTO600 

640 PRINT"DMKIttf/OU ARE : 8 NMHNM 
650 F'R I NT" ilWHITHE CONTROLS ARE = 

660 PRINT"WiiMMMMID" 

670 PRINT"Mi*»i*WWWI" 

675 PRINT"IHHiiiiiBII" 

680 PRINT"MMMMMMK— “ 

I 685 PRINT"ItkiBiklllBII" 

686 PRINT"»ll»»»»i»ll" % 

688 PRINT"( WiWIMISP ACE " 

690 PRINT"WliPRESS SPACE TO START PLAV" 

700 GETRt:IFRf=" "THENP0KE53281,1:G0T05 

710 GOTO700 

800 P0KE54296..15 

810 FORT=1TO10 : P0KE54277,64 : P0KE54276,17 : P0KE54273,17 ; P0KE54272,37 
815 FORKL=1TO100 ; NEXT : P0KE54276,0 : P0KE54277,0 : P0KE54273,0 ; NEXTT 
820 RETURN 
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GAME: CAVERN BLASI 
AUTHOR: PETER FOTHERGILL 






RUNS ON: A SPECTRUM IN 16K 


I Aliens have discovered 
fortress — and they are 

attempt to destroy it You 
f the fortress defence 
laser blaster which — 
down the attacking' a 'l7ens 

protects the fortresi--" 
Kree r “mes “ a " aHen 

destroyed. 

The aliens 
‘he slow, g 
ast yellow 


your underground 

making an all out 

are the commander 
systems and control a 

y °“ ™ s ‘ u . se ‘0 Shoot 
A <orce shield 
and you must protect 

then the 1 fortress **ril* S be 1 

1 30 points foTlVreen'aUefsol' You score 

J one. At l,000and2 5Oo!nn’n 5 °J or a yel,ow 
I plus a 200 point Ibonus° A HiUh 6t an extra ,ife I 
I ,nc 1 !“ ded rocord your bestefforts* ‘ ab ' e * 

I e(fects P Theseare poked in fro' n f codesound I 

I of sounds is produrtrt et h° Callsan array l 

subsequent nu P mbe rs th b /n P 2 kein « *" I 

program. ers throughout the! 

millipedes appearand dlrm the two I 
the machine code s^^ f pS nbs some of M 
and the program stone -n? ff cts are called 
omitting line 3270 b b,s can he cured by f 







LS ! 1ST, ^ •= ink 7: cl 

RBAD™ p!ke T S°I 3=B TO ?• 

| isa?aX® 5 80? 127 ^127 "s0 ! 

, Jfj^ vmmm* . 

Lis or ™ a«,73, B i«,„3. <7 . a „';' 

7 a pv n ^_ _ - 

0 8/ ^2/sa,ass,e 55/ gg^ 12 

| & a^ofl T « is, 52 , 124 , 216 , 216 ^ 

4-99 REM%a»e gSS 

J ^rHiD§II R F gg¥s|g-“HicS°IIg¥| c ? 

s^Si.SZ »83ISI ss ?ggg isslf s 

SL!RI E fee^sf »«• £eSS? E #f£%? 


Si5 PRXNT^ RT^li 3 ^*="“P” 

_ ' 0J INK 6;** 

SS0 PRINT ht «c ,,. 

5S0 N r| IW I® ?g%^ S " NK 3j ' " 3 ® 

151 gjgs »; |t:?ij 
I:sIs 3 pIis| ||%f "f •■»■**?» 

|#§Cii*t= t " 

1 IL 18 ®0 THEN CLS : GO 

§§5 p fiUSE 14. 

P 00 NEXT f 

14® i£„ T P 57 © 

1000 FOR fSs*To ?£ en *»~» 

1005 BEEP 
1010 porLr'SS 5 ' 20 

1; "5" RSHT »T >- ,0; INK O '- PM<rn 
1020 NEXT f HHl " n 

I tS?? FOR f =0 To j-vj——. 

I X04.0 pr nr rJSfe* 1 H «SS 
1050 DRAW 2 -j'.,I7S 

I 5©51 PLOT INK o’'-?'5^©*~30 + —9 

«IS Big? ”® f;S:I nd« 0 „ 

ill! LET a?-il bles 
1210 LET b^=P 

ill! t|T 5j:ig T <»NO.«,„ 

till ® «-iS T ,RNt! “ B >* E 

ils 0 hir tf-f 

1300 f 8 r ?-®II°t£®» STEP s 

iisii'iii AE fy°A* TEp 3 

4JP IT X INKEV S;'>" 

LET axaax- 1 - rppd *x>5 THEN 

L-gT 3X+l,.frxj •• ” EP * 001 , 60: PRIN 

I ^£eT 5x ^^* = "|"RND ax <16 THE 

2 ?-,g T T £*=Sabxi»°^ EP *®®i.6 6 T pg| 

f||, INKEYS="p" THEN GO SUB 3 

[ 160® RRINT K fiT* = u H 1' THEN PAUSE 0 

.+ 605 RRIMT p T INK 6 ; ^ 


,f|'|0 LET 

1634 f£ ?*f« ™N GO SUB 3500 
I 170© IF S C TieIS E ^° SUB 3500 
ll 71 \ 5UB 37©0_ ® RNO SC <H©0 THEJv 

I 5 ©g SUB 3700 ^®® PWO £-C-: 2 S 0 © THE#' 

fSf ® PE $ T ,°? t>£«z f 

S* l ° p "S»t-It t S ! ,?L5T er i 3 k a..._ 

3020 NEXT f ' 

I 3030 PRINT*BfEP . 004 , 4.0 

1 ?rHaiip^ isns-s^s ^ 


, ?w£ r « #x "•jT'TMCN pirfcP'^X = 2S 

*e-Jc + §g?%*S®l'gt: NEXT*?? 

ET ex=IWT fQ.m T .*•*-*•-■..• t-ET 

iiSS pIiSr « ®’ 


350© LET ts-f 

l?2 1 f.f RINT »r 


<-6: LET 


t 3 -1 


®<31j 
£=0 TO 5 


PAPER 


3530 FOR iZ® TO 5 
1 3S4-0 PRINF~o-»-T© 1 STEP 
3545 SEEP RT ax •^ 


>' x =ag 
2; FLR 


J Bx; ink 


04S SEEP . 002 d !?£■ 

NEXT 9: NEXT f 

[ 3556 PRINT pt ^x ,dx+l; ■■ 

13560 IF tJ=0 T THFw f ^" 

I5f? EET rfx=ae HEN GO TO 4000 
-*oo4 LET f v -00 
| E ®® RETURN- 28 

o|nts* x ™ gg ^ ::fONU! 


?T©5 w for 


III! tor ?=g |g || |TEP 
3730 SEEP .0a;?4f ^JEP 


4- 


^EXT n 


I 3750 LET 


NEXT 


>TB0 FOR 

^442 TOR f =5 TO 

JTQ© print n 

3790 PrIK f I 

. f v • n .. v - 


27 

X^dxj 


36*00 LET # ctt* 

3§10 RETURN let 


PhI« 

E R** 


«J i.0, 


NFXT f 
";«r ex 

=26 

© A « E 9 v 


UT®34300,£-o® BOR&li : a SOR£>EP 7: C 
*002 FOR f?0 to R ?I«? N EXT f 

UT 3*350,10©- T S IBORDER 7 . C 
I tR 0.- NEXT f‘ 3430©, 2©.- BORC 

*®05 FOR ?-=© TO 3 
I EEE*^ *1 ____ 

^EP . 1 ,- 1 ?* i SEEP" 1 EE2 t' 1 '- 20 . E 
+015 NEXT f CH *1^-23 

~|S®DESTROYED. 3; "©AUERN FORTR 
4-030 fod f.. .4_ 


. - 4-030 FOR f l.is rn 

BEEP[ |fS£2 SEEP.13 5 TO 

1 1 *050 NEXT f 


-35 STEP 


,‘|gf,e»INT «T It,7;-YOU HOUE 
f®7© FOR f=0 TO 65 

Plp e flg-;| BE °1S? BEEP 


FAI 


.005,20; 


’^ext*" f® 

0000 REM : tttir, TO 500 

p = > i bER ©efineo GRRPMic 

£S rr — CJ> = 

E = FG = h - -3 

- 9g ® SRQE “CRUERN - LINE 













GAME: MILLIMAN 
| AUTHOR: IAN JAMIESON 
RUNS ON: A SPECTRUM IN 16K 



5 CLERR 64-933 

10 FOR n =0 TO 15*6-1 
20 READ a. POKE USR 
n 

60,126,255,a 


NEXT 

DATA 


60 
4-0 

0 

4-2 
5,60 

4-4- DATA 
4-6 DATA 


‘a‘'+n ,a 


I>ATA a. 


, a,126,6 
118,255,240,3,255,12 


4-8 DRTR 


i SX5 ' 126,a,60,a,© 
6©,110,255,15,a,255"12 

0,126,129,135,255,a,12 


Who wants to be a millionaire — you all do! 
Well, here’s your chance. All you have to do is 
guide Max the Milliman among the giant 
tulips — picking up all the £1 and £5 notes 
you can find. Toscore points you must deposit 
your haul in your personal safe deposit box at 
the bank. 

Unfortunately you keep misplacing the key 
to the vault and you must find it among the 
tulips before you can get to the bank. Also 
chasing the cash are two bomb dropping 
millipedes and a ravenous Pacman! To pick 
up your key or a bank-note you must position 
Max over it — the same applies when you 
want to deposit money at the bank. To move 
on to the next screen you must return home. 

Each screen will only end when the Pacman 
character has reached a third of the way up 
the screen. The Pacman will also occasionally 
drop a ring — which is worth bonus points if 
Max collects it. 

After the easy first screen a millipede will 
appear and drop bombs — beware of 
leaving Max on the line below the buildings 
asthisis where the millipede appears. 

If Max runs into a tulip, 
hits the Pacman or is hit by a 
bomb you’ll lose a life. Each 
successive screen has more 
tulips to tiptoe through and 
two millipedes appear. 

Control keys are: 7 = up, 

6=down, 5=left, 8=right. 

IMPORTANT NOTE: 

Please remember to add 
line 9077 LET ky=0. Lines 
102 and 8335 may be 
omitted 


Loops: 

n,m: general loop variables, 
p: x-co-ordinate of Pacman. 


0,96,159, 151,1©1 i® * 
1,3,7,15,51,63,127,2^5 
128 , 192,224-, 240,248,25 I 

146,64,56,254,56,34,14| 

® , 26,62, 26,_34,65,34 ,_26 

, 15; 56; & * B ^ j 

28,3,6,127,33,3,20,54 
12,12,25,126,38,60,38, 

24,33,72,128,26, 80 , 7fi 

60,126,213,255,231.2311 


65028 
, a: POKE 


.*7+301 


6,60 

50 DATA 
52 DATA 
54 DATA 
2,254,255 
60 DRTR 
6; © 

64 DRTR 
66 DRTR 
66 DRTR 
76 DPfTR 

67 

- DRTR 

194 

: 74 DRTR 
1 62,66 

75 FDR n TO 

76 RERD B: POKE n ; 

80 FOR T n=i TO 14: PESO 

35 DATA 6^20, 127,33, S| 

, 229; 205 j 101 ;3; 225; 17; 10J> ©/ 3.0 *- ; *= I 
37 , 62,32,246/ 125/ 16/255/261 , © / 0 / ■ 

~ <30 DRTR 65031,1,65034,15,650351 

1,65045,100,65043,30,3+1'JI 

1,254,3+1,255,3+1,32,3+1,23,,3+1 

,133,3+1,16,3+1,230,3 +1,201 
93 LET 3=0 

REM *3***3**+**+ 

LET rg=0: LET c=1 
LET lj =3 . 

LET fc-K =©: LET cr=@ 

LET X=i: LET y=27 
RESTORE 135 
RERD at 
DRTR ----- 

lIt w v =1: LET ®l=0: 




». ; 


22 

100 

102 

1©5 

110 

152 

155 

157 

14-0 


LET Ky = 


10 


141 

142 

144 

145 
150 
155 
157 
160 
195 

199 

200 


lIt i =5: LET P9=® 

IF T 3=1"THEN GO TO_135 
DIM h i&> :&*** < 3 * 

FOR n =1 TO 6 
LET n$tnt ="???" 

NEXT n 
GO SUB 6000 

REM *-*-*■**-*-£**£££ =. dqpfo 
BRIGHT 0: BORDER 5: PAPER 


Flags: 

Ky:key in possession 
(l)YES(o)NO 

Rg:Ring dropped (l)YES(o)NO 


3 * 



















506 1000 j 

& 2<4 5 ?|*-;eo l fo S § 5 ||®?®- i-u 

0*8*5* * l ftNE » RNr>*fc. 5 THEN GO T 
=- 1 ) 3 THEM°rn a =1 J OR fpy- 

*|* pglNT R T T £*£ y ?9 TO 3<W Py ~ 

i©*5 LET c-1********* 

1050 LET fZi - ,~ 

IF XNKEY*=^7.. h flS D 

itfl S=*-i RND x<>1 then 

^ LET x=^+l EY * = , ‘ 6 ‘' «NO X021 THE 

LET »<>© THEN 

1130 IF* INKEYS— '■ « « ® QK ,_ 

N LET y=y+l: LET c-R ND y<>31 THE 

3 t®00 F ° TTR <*'«> <>56 THEN GO T 
1200 PRINT* RT f * h * •• *• • 

iiil £§#t£ N BT 
fill print 

^®®| hi? pc =*+*pc=*r 1> 

llll nIxt^p (Py=33) 

fill r§m t S*!???,„,„ 
fill piKE n ll e 5?J frr IRND * 1S > 
iifl LET N T.8sR 2 aSiif" 

nf"# ,,PRINT INK INT { RND*4.) ; RT 3, 
3130 NEXT n 
3190 LET b=0 
334-0 PRINT RT 2, n ••'«•• 

3250 FOR i® =3 TO 20 W , 

3260 PRINT RT »,nf 11 j ** j 
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GAME: MILLIMAN 


I CONTINUED 


I 


3270 POKE 05037,1 : LET t =USR 050 
30 

3200 PR INT RT »,n;” " : NEXT Ilk 

3290 PRINT RT 20,n; M I M 

3293 POKE ©5037 , 5: LET l=USR 050 

30 

3300 PRINT RT 19,n-l;”\2© 
,n-i; ; RT 2i,n-irvi\ u 

3305 POKE 05037 , 9: LET l=USR 050 
30 

3310 PRINT RT 19,n-l;” ”;RT 20 

n-1}" "s &T SlsH-lJ “ 

3315 IF ml =2 RND NOT b THEN GO T 
O 3500 

3330 PRINT RT 2,0;” 

t* 

3331 IF SCREENS (x,y>=” ” THEN G 

O TO 950© 

334-0 GO TO 4-50 

3500 FOR n =31 TO INT (RND*15+17) 
STEP -1 

3505 PRINT RT 2,n;”*” 

3510 POKE 05037,0: LET l =USR 05© 
30 

3520 PRINT RT 2,n; INK INT (RND# 

43 ; 

3530 NEXT n 

354© PRINT RT 2,n;”|*” 

3545 LET b = I 
3550 GO TO 3200 

3999 REH ************ 

4000 LET a t =RTTR (X,y) 

4010 IF a t =32 THEN LET cr=cr+l: 
GO TO 4100 

4012 IF a t =40 THEN LET cr=cr+5: 
GO TO 4100 

4014 IF at>50 RND at <81 THEN GO 
TO 4200 

4016 IF at=48 THEN LET Ky=l: GO 
TO 4400 

4010 IF at=7 RND ky THEN GO TO 4 
S00 

4020 IF at=6 RND cr>5 THEN LET C 
r=cr-5: GO TO 4©98 

^22IF at =5 RND P < 15 THEN GO TO 
9000 

THEN LET Cf =Cf+20; 
,, - 9 i *" i RT f , h ; ” •*; PO 

$5 ?552 7 ' fi: LET l=U5R 65030; GO 
ro 1230 

4090 LET X = f: LET y=h 

4099 GO TO 1200 

4100 IF SCREENS (X/«)a"f ,i THEN P 
PINT RT x , y +1; ” " . GO TO 128© 
4120 PRINT RT x , y-I; ” ”; GO TO 1 
200 

4200 PRINT RT x,u;“*";PT f,h,” ” 

4210 POKE 05001,5: POKE 05005,2 
4220 LET l=USR 65000 
423© POKE 05005,3: LET l=USR 050 
0© 



4240 FOR n =1 TO 100: NEXT n 

4245 GO TO 9500 : err r H • ** M 

till POKE 7 6C0Oi :^i osAafe.s 

till bg T Ti. = llS B 65 

4600 LET bR=bK +Cf 

4605 LET St=SC+10|Cf LET y=h 

til® POKE C 65037x9: LET - l=USfT ©5® 
30- GO TO 1200 

IIII g|SD!r!?*P«P^V- INK 6: * 

S030^PRiNT L ftT 1,13;"TODRYS”;fiT 3 

lltl lll^ = PT T n , lh S P«PER INK 

IThftnii? 

alii "print rt n,ie; ink 0 ; poper 

4; n*< fn+1) sS-2) 

USE ^Snt". PRESS RNY KEY 

3090 & PRUSE 1: PRUSE 0 

§335 PRINT N h Cl) i *’ "iSC 

3999 REM ************ 

9003 POKE 65037,0 

itii n ahsi°&k%*0 

9007 NEXT” n a> n UftUE n ; »v; " G 

9010 PRINT RT 8 , 8 , WHVti 

O HP LET ED” _ _j . c pi- # = y5R 050 
9020 POKE t>5037,4. Let 

9030 LET SC=SC+50*WV 

9050 IF T W^| W THEN LET »V=© 

9070 ‘rF■* >THEN LET <- =2 

all 7 ' LET Pa = 1 

3499 REH ************ 

9500 CLS . 

lill iF l i =FthIn . GO TO 9550 

9510 PRINT RT 8 , 8 ,*”LIOES REHH1H4 

9520* POKE 65001,50: POKE 65005,1 
7 LET L=USR 66000 LET y=S7 

f^lr^^^^^^LET cr- 0 : 

? ft Ky=0: LET r 9—0 
l!i§ PnzlT r?® 8 ,ii;-‘grme quer" 

mi 

181 9700 

III! IF X I*i=E THEN LET 

If iF ^PhI^THE^LEtF^.X , GO 

9?2©^LET h l*> =H t 

a7*3® LET ■*“ 

Q74L0 NEXT J» 

975© LET hCHfi)=SC 

9800 CLS i•“UELL DONE! YO 

981© PRINT RT 3 -HIGH 

U HRVE ONE OF THE * YOUR”iRT 5, 

SCORES. PLElF^E: ENTER OU „ 

Ibao INPUT bi? IF B LEN T b?<3 THEN 
GO TO 9820 . . > o) 

1121 hi? 


litiWIUlHlUiiHIMiM* 
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GAME: WUMPUS HUNT 


AUTHOR; PH ILIP BOTTING f 



J an ^ e thew r um r ’ this monster 

n?!m' 0rk of cavel° Ut again! Th/iah th ’ kil1 the 
Cav eshave somf° rridors - and thisa 

m 


The Wumpus is a much sought after creature 
- even though it smells awful! You can sniff a 
Wumpus when it is in the next town! Perhaps 
because of its scent - but more probably 
because it is extremely shy — it tends to hide 
in out of the way places. The Wumpus you are 
attempting to track down has retreated into a 
disused labyrinth, once the home of some 
Greek monster — half man, half bull — you 
may have already heard about him. Anyway 
following an unfortunate encounter with a 


07 
























































































REM" 
REM" 
REM" 
REM" 
REM" 
: REM 
REM 


WUMPUS HUNT 
BUTTING ! 


IBV P 


8 REM 
\9 REM 


m longer vm WST EE 

ENTERED WITH AT LEAdT ONE 19-z.K- WO ■. 

ABBREVIATED (VIC MANUAL P.133> 

___ = ^ ( n P. DOTTING 1983 a>=-~- 

^ P.cn "" -J;. * * ’ 

10 PRINTRND(-TI) 

20 GOSUB2010 

l to ENTER THE * LflEVRINTH!! 

68 REM==INITIALIZE== 

It tIMMm"u~P0KE3S8?8,10'HP=2 

100 MX=FNfl«)T.lV=ENRa> n X=FNHai V-FHH.l. 

1 no 1FWX=XANBWV=VTHEN100 
120 A$(WX,WV>="A WUMPUS" ' 

130 A$(X,V>="THE ENTRANCE" 

IS ™pNmo 0 ^FSa>-.Fm«x, r K>»"THEHi M 

160 0$fSX..SV>="A SLIME FIT • NE.-.TH 

is 

iQpi fiiETiX.,GV>="A BAG OF GOLD NE.-.T 

SI 

220 A*(BX,BV>="A BOW -NE.-JA 

SI 

250 A$(AX..AV>="HN ARROW _NE.--.TH 
26.0 FORA=1TO10 '• FORB=1TO10 
;; fl B>=""THENAf(A..B.'= NOTHING 

2«0 irn* l - ri ’*•* . r ., tmf PTT“ 

280 NEXTB.• A : SP$= H oLIilL FI 

->QG C'FMs====== ; ====- == 

300 REM=MAIN ROUTINE- 

310 _ 

^ Kiao vou.- 

34 0 t.FA$(X,V)=SP$THENGOSUB 1490 • PRINT WOU Hkt 

350°iFR»(X.V>*"fl ^™^i^„ x ,vMT-SP»0RW(X,V-O^.™EHG0SU^ 

1 % Sx-»-3RlS 0F UUMPUS 

300 TFRND(1> <.05THENGOSUB1150 

390 PRINT"W 7 
400 GETflf-: IFAT=" "THEN400 
410 PRINTA$-P=P-5 
420 tfa$="P"THEN610 
430 IFA$="H"ANDHP>0THEN1220 
440 IFAT="G"THEN720 
450 IFA$="Q"-- 

m 


U1«P1 




GAME: WUMPUS HUNT 


! 




























































460 IFfl$="F"THENGOSUB780 - 

489 IFRJ= »o ’’THEThifpJ RRWCE " THEH1130 

508 ™ ™ “ ™T?":0OTO39( 

530 iFfl$o"ir,, r ,;2';;!I HEN ' K= ^ +1 •'goto59@ 

540 GOT0290 ' " y HNDfl$0 ,, W ,, flNDfl*0"S"flNDfl$O" n »THEN'»«>Pl 

550 REM======: = _ * r< '- 3 “ y 

560 REM==SUBROUTINE3== 
s?© rem==== ==== ::^:' = : 

590 print"JJ in^r^THflT^,f 1ME P1T " : RETIJRH 

s* ?s;r ,,:GoT ° 390 

'? "*BSa:Si»sW 

G60 GOT0390 

ss:™:™ r ™ ™—~ - —» 

s sss^-s—r—«- - 

J?20 PRINTMVOU H0VF- «" Ppthta „ 

?30 PRINT"!"*:. «JL;S. INT8 ' «*-» NECES 
,N0 PRINT-JPK;. bK»' 

,775 P=P- !00 : OOTO97a . " '' 1U " PUi MB N0T 60*HJ. FOR 

|J? rem#*fire routine** 

1800 GETRT?iFfiTl-THEN30O T " W V ° U CflN '' T SHOOT" ••GOTO.390 

|820 TFfl$="N''THENpJ 1'v+i:jS?2*° " W ""S"THEN800 
J830 IFflf = "s" THENFV=V-1pv-v 

840 IFR$s"E"THENFVaV : FX=v+j' 
fcf lc Rf = " w " ™ehfy=v • FK=K~ 1 

F VOUR BOH 

1880 IFflf=''C'' T UFKjPDT T.,^,J HE wor TH" 

mZT ’e-Wiht-to tT w E t ? uth '' 

m s;sst™ w ^ ®r- 

IS ,W'JflPUS"THENS?0 MP ■'^P 

® roke " :goto3s * 
























GAME: WUMPUS HUNT 
CONTINUED 



M AGAIN?"; 


960 G0T0398 

970 F0RT=1TO2000•NEXT! 

980 PRINT"n?l VOU HAD : " 

990 PRINT"M"G; "GOLD PIECES" 

1000 PR I NT " M" AR" ARROW < S V 
1010 PR I NT " M" BO; " BOW <-. S > " 

1020 PRINT"M"HP;"HELP CALL(S) LEFT" 

1030 PR I NT "M" P+G+AP+BP;" POI NTS " 

1040 PRINT" 1(1 WOULD VOU LIKE TO TRVM TO HUNT THE WUMPUS 
1050 GETA*: I FA*<>" V "ANDA*<>" N " THEN 1050 
1060 I FA*=" V " THENPRI NT " STt’ESB" : P0KE36875,230 
IFA$="N"THENPRINT" SHOi" : P0KE36875,13W 
FORT=1TO500 : NEXTT 
P0KE36875,0=FORT-1TO400:NEXTT 
IF A*=" V" THENPR I NT "T • RUN 

prInt" ran trv again sometime, m goodbye." 

1120 FORT*1TO1500:NEXTT:PRINT"T ■END 
1130 IFWD=0THENPRINT"HM CHICKEN!":GOSUB1650 ; GOTO390 
1140 PR I NT " mflWT'OU ARE A (LIVE) HERO!" '• F-P+200 : GOTO970 
1150 PR TNT"MFLAPPING NOISES"•GOSUB1940 

1160- PR I NT " MPH NO! ! "; = GOSUB 1930 : PRINT" A SUPER BAT" = GOSUB 1980 
1170 PRINT"WIT HAS PICKED VOU UP!"•GOSUB1940■GOSUB1940 
1180 PRINT"MAT LAST IT HAS DROPPEDWVOU!" : GQSUB2000 

1190 V=FNA(1):X=FNA<1) = IFA*<X,V>=SP*THENPRINT" MINTQ A SLIME PIT!!":GOSUB15 
0970 

1200 FORT*1TO1000:NEXTT : GOTO330 
1210 REM**HELP CALL## 

HF-HP-1: P-F'~ 100: PR I NT " n»»THE LABVRI NTH<«« r 
FORA*10TO1STEP-1 
FORQ=1TO10:PRINT"!"; 

1250 IFA*(0,A > =SP*THENPRINT"i"; 

1260 IFA*(Q,A > ="A WUMPUS"THENPRINT"W"; 

A WUMPUS MCARCASS"THENPRINT" SWB", 

THE ENTRANCE"THENPRINT"E"; 

A BOW"THENPRINT"B"; 

AN ARROW"THENPRINT"A"; 

A BAG OF GOLD"THENPRINT"G" 


1220 

1230 

1240 


1.270 

1280 

1290 

1300 

1310 

1320 


!FA*<Q,A)= ,! 
IFA*(Q,A)=' 
IFA*<Q,A>=' 
IFAIC.Q, A> = ' 
IFA#<Q,A)-' 


IPA*(Q,A>="NOTHINO"THENPRINT" 


1330 NEXTQ : PRINT"! 

1340 PR I NT " 711—j— i—x- 


-M- 


-4—I—4—4*—I— 

i—i—i— j— i » • 


1350 PRINT" JW";:FORA*1T0483•PRINT" 

1360 REM*************** 

1370 REM=S0UND EFFECTS* 

1380 REM=============== 

1390 REM##FQOTSTEPS## 

1400 FORL=1TO10:P0KE36877,200 

141O FORM*1TO10:NEXTM:P0KE36877,0:FORM*1TO100:NEXTM,L:RETURN 
1420 REM##DEATH CRIES# 

1430 FORA*10TO1STEP-1:P0KE36878,A+INT<RND <1)*3-1> 

1440 FORT*1TO10 

1450 POKEINT(RND <1>#3+36874>,INT <RND(1> #30)+128 
1460 FORQ=1T020 : NEXTQ,T 

1470 HEXTA: P0KE36877,128 '• F0RA=36874T036877: POKEA, 0: NEXT: RETURN 
1480 REM##SLIME PIT#* 

1490 F0RA=238T0150STEP-1 : P0KE36875,A : FORT*1T05 : NEXTT 
1500 P0KE36875,0:FORT*1TO100:NEXTT 



—| •• ; NEXT A 
"; :F0RT=1T03:NEXTT,A:GOTO330 
























































1CL ' : i m P0KE368??, 


•rums: 170500:^^ 


fen^S"^* 

1540 pn^SJ«r P0KE ? 687Sl 15-f! 
t550 FOR0M;QT^^p?p“^2? 0 " 0: HEKTT 

fi ss,r w • 

ItSBB FOwIn'^ H * 2TOI30tR * 4:p 0KE3«875,a: NEXTn „. p 

te *' 8 " 

9 

F0Rfl*lT03 

i670 PotlifJ?' ri 4 Fnp? RT=1TOW0: HEKTT 

1 680 P0KE3S375 :■£ pr,DT T ?J 0 '' NEKTT 
1690 FW-E8h-0^ tv rr,CT RT= T ° 100: NEXTT 

1510 REMmnm ' mm =1TOm: HD:;TT ■ 8 : return 

1 1 DCar.n . *_ 


h^lfl «r " kRU TUNE ^ ' 

fj%$ " E ^ S:p «E?S875 E 0 O87S ' ,5 ' (8/t >»^POKE3S873.p^ V ''j 

I wto# w 

fe SS* ^ ,TO »w<SSa%S?ffl TO,5! *wT 

|;» : ( 'hkhT® ! P0KE3SS77 '« 

|l9» ^•}TO<W;HB^: l A^ ^^ : WW36873,a 

li 1 !-® »"T X i T ** P0Kr3SS7 ^' 22^ ; F0^=l'rolel■ ■ ® 

U „_ 0 . Pn ,,„. R . e ” M3S8 ' S ' 0!RE1 W 

| !9 » NEKTT .n^gi-r, c - .e«t,8( J ,j6e- H :p a(E3gg?? 

B iSSrF 5 ^ ~ 

b^wu^ss: ‘ ■■'- j -' : « TT ' 0 -w E3S875 , 0:peTIJRN 







































GAME: WUMPUS HUNT 




CONTINUED 

“ *„ " ~ 
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GAME: PSYCHO CIRCUIT 
AUTHOR: SIMON CARLSON I 
RUNS ON: AN ATARI 400/800 IN SK WITH JOYSTICK 



rdmafri .^* ar ' * or an a * tack on the world speed 
SESr*?*” r f* track! The ‘reck is strewn 
JW , al0ng d0dg(ng them " 

tr^?*« the J ,r ? 1 ? 0 mi,es more rocks appear on the 
track to make driving even more dangerous But don’t 

drive your car off the track - that me!ns certain death 

a£THS *3£ f' U ? y0Ur ***** into Port 1 on your 
c!fl ’ a, S after each same make sure you press the 
System Reset key and type RUN - otherwiseth! 
program will not work properly 
Program notes: 

^t*dSs«safa 

mii» ur «« Crash and sound for crash. Gives final 

mileage 360 scrolls down screen 

Variables: 

c-house. and r0CkS - 3 ‘ 6nd ° f road - E ' rock - d-bushes. 

dines 330 21 f® mad ® easier b y deleting the E’s in A$ 
dmes 330-341) or making the value of G bigger in line 


DIM A*(9):PMB=54279 

RAM=106 
SDM=559 
BRA=53277 
HP0=53248 
PC0=764 
8 SC=0:PO=0 

10 GRAPHICS 17:POKE 87,0:POKE 82,0:X=120 
20 X=100 
30 Y=90 

40 A=PEEK(RAM)—8 
50 POKE PMB,A 
60 MYPMB=256*A 
70 POKE SDM,46 
80 POKE BRA,3 
90 POKE HPO,100 

100 FOR I=MYPMB+512 TO MYPMB+640 
110 POKE 1,0 
120 NEXT I 

130 FOR I=MYPMB+512+Y TO MYPMB+519+Y 
140 READ A 
150 POKE I,A 
160 NEXT I 

170 DATA 219,219,60,60,60,60,219,219 
180 POKE PCO,90 
200 POKE 106,PEEK(106) -8 
220 P=PEEK(106):N=P*256 
230 FOR M=0 TO 300: POKE N+M,PEEK(57344+M 
) :NEXT M 

240 FOR CHAR=33 TO 38 
250 FOR M=0 TO 7:READ D:POKE N+M+(CHAR*8 
) ,D:NEXT M 
260 NEXT CHAR 
270 POKE 756, P 


280 SOUND 0,55,6,10 

300 DATA 224,224,224,224,224,224,224,224 
, 192, 192,192,192,192,192,192,192,56,124, 

254,100,100,124,124,124 

305 DATA 0,0, 0,0, 66, 165,24,24,48, 124, 1^.4 
,60.60,254,254,12 

306 DATA 12B,0,0,0,0,0j0 5 0 

309 B=INT(RND(0)*10) 

310 A *="a a” 

320 A*="a a” 

330 IF 6=1 THEN A*=”a E a" 

340 IF 6=2 THEN A*="a E a” 

341 IF 6=3 THEN At=”aE Ea” 

351 if PO>=100 THEN 60SUB 601 

360 POSITION 5,0:? #6;A*;:? CHR*(157); 
370 POSITION RND(0)*19,0:2 #6j , ‘d" 

380 IF PEEK(53770)>200 THEN POSITION RND 
(0) *19, 0: ? #6; ,, C"; 

390 ST=STICK(0):IF ST=7 AND X<125 THEN X 

X+4 

400 IF ST=11 AND X>92 THEN X-X 4 
410 POKE 53248,X 

430 IF PEEK(53252)=1 THEN 60SUB 505 
440 SC=SC+0.5 

445 P0=P0+1 „„„„ 

500 IF SC>=50 THEN 6=INT(RND(0)*6):GOTO 

310 

501 60TQ 309 

505 FOR 1=1 TO 250 

506 SETCOLOR 4,I,8:SOUND 0,20,8,15 

511 NEXT I 

512 SOUND 0,0,0,0 
515 GRAPHICS 1 
518 POKE 53277,0 

520 ? #6;"YoU cRaShED yOuR cAr" 

521 POSITION 5,3:2 #6 j“MiLeS=”j SC 

525 POSITION 2,5:2 #6j"HiT sYsTeM rEsET” 
530 POSITION 3,6:2 #6;"aNd RuN tO pLay" 
550 RESTORE :GOTO 550 
601 SOUND 0,50,6,10:PO=0:RETURN 




































k -— 
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GAME: SHUTTLE 

| £ AUTHOR: JONATHON TAYLOR 



VuppKes'to m\? B Z% huWe carr ^( 

I m;n? huttle t0 the mothe^shi^f iT e is to «> 

I minimum possible time Tn w d . back inth e 

UraSX S ^ s ^stems\ b eT,^| 

the strength of gravitv anrf .k* det erniines | 

>*f ass* a 

claims bonus” d ° so means loss of 


Variables 

A.X.Y 

A% 

C% 

s% 


RUNS ON: A BBC B WITH JOYSTICK 


50MODE7 
70PROCinst 
80MODE :t 
90PROC i Ti i t 
100PROCtakeoff 
110PROC+" 1 y 

120IFC%=0 THEN PROCload ELSE P 
ROCopt:GOT080 
130PROC1and 

:140IFC’;;=1 THEN PROCopt: GOTO80 
158VDU4:PR X NTTHEC13,18>"T XME " 
TI ME -” 100; " SEC " : FORX=0TO2080 : HE 
XT 

160PROCopt:GOTO80 
:l. 70DEFPROC i fi i t 

180VPU23.224,60,90,X 53,255,126 
, 36,66, 12923, 225,32,34,21,60, 12 

7,90,234,60,23,226,28,28,28,28,1 

27,62,28,8 

190FORR":~ 1 TO200 : PLOT69, RNDC 128 
0 >,RND<800>+100:NEXT:F0RRX=1T028 
: PLOT69, RNtX 800 >, RNDC 98 >+900 : HEX 
T 

200GCOL0,2 : MOVE300,750 : FORX-0T 
02* P1+.2STEP. 2:MUVE380,750:PLOTS 


General purpose 
Input routine & screen set-up 
Crash flag 
Skill level 

w JEngine thrust 
VY% Horizontalvelocityol shuttle 

u,?.!5 avel ‘ >c ' ty ° f shuttle 
Width of docking bay 

Horizontal position of shuttle 
Vertical position of shuttle 
Shuttle 

Crashed shuttle 


NEXT " 1 U0 * LO &< 'X >, 750+100,|; S j H< x 
2l0MOVE650,8i0. Fnr ... 

4 ^; s; 2 

j .- 300 + 50*9 Iw ,. i / b50+ s 

I - 4 ^plot8s’: 3w,°4B^ 1 ^.'.p L imvES0a 

1 flW?36, 990 1 M 0 VE 740 . “WW500, s ‘» ■ DR 
SO •• DRftl.J.850 I- r - ' ,C ^ ' C ' k 'RW740 o 

900: w&Sw; 99' ??0 = ORflwS 
, 4 : WWW930+W3J, 90F 1 ' npon^ Wy i0+W ‘ :: ' 83 
VE770,970 : DPRuS? 1280 ' ^ ' Mn 

0 •• DRRW 770 ( 910 ' J 1 3--0 : MOVE820, 96 

•c!4 l ::iF~ rri ,... . 

'-'VEX, 950 ; DRRIdV+oa STep S0-M 

SO^DRftWx, 960 : DrSw v DRR W>v+ ; 20, 9 

TO ?00 8tf -3 'V0 ; NEXT:FCiRX 

RHWX+ 20,1000 . DPRW- 100 0 : D 

1010. PRRWX, 1000 : HF vy " 1010 -DRRWX 

250MQVE500. 40 "riPRtj J.-,,- 
---— ~ ' L F '-HN.,::.80 , g 8 : PR F , W6 


dd 





































■SB 




bhhhhhihhhh 


: DRRW650,40:MOVES,40:DRRW1 


80 ,. 


=««52SS?S1?gi!SS5;J8S%ig 

.-.o!- f ,T ' v ’k ,| ~ | 5 : f'1 uVE9001-w■;...'•2,, 1030 : VDU 

»CiCtn« 

.:~i'0H“;=bfo0 : YX= 100 : VXX®0 : VYX==0 • Q 

N*~CHR*22™^ 25 : Cy ' =0 : R ** CHR *2Z* - 
280GCOL4,1 
230ENDPROC 
300DEFPROCinst 

310CLS:PRINT:PRINT 

820FURR--1TO 2 : PRINTTREC 3 >CHR$J 3 
2CHR*157CHR*135CHR*141"RHUTTLF 

"CHR$156:NEXT ' 

330PRINT:PRINTCHR*130" The pen 
pte ot your planet are" 

340PRINTCHR*130"starving to de 

ath." i 

330PRINT:PRINT" R 9 alactic fre 
lghter has arrived" 

O 60 PRINT" with food but it ran 
not land and" 

370PRINT" Will have to leav* * 
gain very shortly" 

380PRINT" you must fly to the 
freighter as fast" 

330PRINT" as possible to colie 
ct the food." 

400PRINT:PRINT" Fly your shutt 
*• -into the clock i 09 " 

410 p RlM T ;; baa of "the freighter- 
us 1 119 the 

420PRINT" joystick. Or, the ret 
urn journey" 

430PRINT" you will be heavily 


440 PRiNT" be carefull. Use the 
joystick" 

450PRINT" button to fire your 
engines." 

4F0FORY--1TO15: FORK -8 TO 13: PR I 
NTTRBC. 0, K >CHRSK RNDC 7 >+128 >; : NEK T 
NEXT 

470FORK-8 TO 19•PRIHTTREK 0.. K 
HR*< 135 >3 : NEKT 

480PRIHT 

4301NPUTTRBX 2, 22 > " LEVEL OF 3K 
ILL C1—9 > ",SX:IF SX<1 OR SX>9 T 
HEN VDU7:PRINTTflBC25, 22 >" 

":GOTO430 

500WX=< 10--SX >*6+16 


K=100 r VKK=0 : VYX=0 : MOVEKXY 
X : PR INTO* 

540REPERT UNTIL RDVRLC0>:TIME® 
550PROCsound1:FORK-0TO300:NEXT 
:PR0Csound2 
560EHDPROC 
570DEFPROCsour.d 1 
580SOUND16,~3,4,5 
590ENDPROC 
600OEFPROCsound2 
610SOUND1,-12,180,2:SOUND1,-12 
, 210,1 

620ENDPROC 
630DEFPRQCsound3 
6408OUHD18,-8,220,1:SOUND19, -8 
,250,1 

650ENDPROC 

660DEFPROCdraw< VKX, VYX > 

670MOVE XX,YX:KX-XX+VKX:YX»YX+ 
VYX : PR I NTR$ : MOVE KX, YX : PR INTfi* 























































GAME: SHUTTLE 


| 0 CONTINUED 



HENX 


-680im> 

< -32THENXX® 1280 
690ENDPROC 

700D E F P R 0 E f '• y 

710REPERT 

720PROCinput yy%DIV50> 

W VW-1» BHD X 
mi X«61S THEM PROU«o^ 

1 :«xk, v%, PRINT*. : PROC^«h * 
i r <?F 1FYX< 100 PROUCf-ash'.. A® - 

IS®r F 5-7BP E THlH 71 0 YlSE IP X 

PPnCcraih' W*>:EHDPROC 

7901E Y *5.??5p, f THFH' PROCcrasht R 
790IF VYX/15U ,HU \ , I" F , c ;F P 
$ > : PROCfal. 1 : PROCcrasK W* > • EL-„E 

ROCsound2; VY’«~"0 
800EHDPROC # 

ft 1 . Pi D E F P R 0 Cera s h H* ; _ 

8MMOVE®, VVPRINTR. h POR.- 

O0STEP- S' SOUHDa ^ rvi 1 

-- V/:PR1HIU..C^.-1 


840EHDPR0C 
850DEFPROCfall 

860VYX—0 : REPERT : VYX=VYX-GX : MOV 
EXX, YX : YX=YX+VYX/58 : PRINTU* : MOVE 
XX, YX : PRINTU* : FORX=0TO5 : NEXT : UHT 
It. YX< 1 00 
870ENDPROC 
880DEFPROCload 

8908OUNO1,-7,0,31:SOUNDS,-7,1, 

31 

900F0RX=904T0926•+• WX8TEP4 : MOVEX 
, 920:DRRWX,938:FORY=0TO100:NEXT: 
NEXT 

910MOVE984,978:DRRWXX-4,970:SO 
UND1,-7,170,1 

928MOVE408,512:PRINT"CARGO LOR 
DING":FORX—0TO30:SOUND1,-5,100,1 
:SOUND1,-5,118,1:NEXT:MOVE408,51 
2:PRINT"CRRGO LORDING" 

938MOVE904,970:DRRWXX-4,978:SO 
IJND1, -7, 170, 1 : GX»16+SX*. 7 

948S0UND1,-7,0,31:SOUNDS,-7,1, 
31 

950F 0RX ~926+W XT0904STEP-4 : MOVE 
X.920:DRRWX,930:FORY~0TO100:NEXT 
: NEXT 

960P R 0 C s o u n d 2 
970ENDPROC 

980DEFPROCI arid 
990VXX=0 : VYX=0 : YX=990 
1000REPERT 
1018PROCinput 

1020PR0Cdraw<VXXDIV58,VYXDIV50> 
10301 FYX >900 RND XX >750 FIND C XX 
<908 OR XX >900+WX OR YX>990> THE 
N PROCcr ashC R* > : PROCf al I. : MOVEXX, 
YX:PRINTR* 

1040UNTILYX<100 

1058IF VYXC-150 OR XX<580 OR XX 
>618 THEN PROCcrashC fi*>:EHDPROC 
1068P R 0 C S o u. n d 2 : MOVEXX, YX : PR INTR 
$:YX”100:VXX=0:VYX=0:MOVEXX,YX:P 
RINTRS 
1070ENDPROC 
1088D E F P R 0 C o p t 

1090VDU4:PRINTTRB<5,15>"PRESS 
THRUST 1 FOR ANOTHER GAMEREPERT 
UNTIL RDVRLC0 > 

1188ENDPR0C 
1110DEFPROCinput 
1120RX=<32768-ADVRL<1>>DIV4096: 
VXX™VXX+RX •• SOUND 16, -1 TABS'. RX >, 4 , 
2 

1138VYX-VYX G X : IF RDVRLC 0 > THEN 
PROCsound1:VYX”VYX+THX 
1140ENDPROC 





















































RUNS ON: A BBC B 


PL °™ 5 ^' J H 0 EN D PRon C " t>: " IOVE E,F: 









^ 160B$«ink ev#(C i > 

1»“0 IF 2*;«2?5 TMm.j - 

_Bi 30 •• 20 : PROCT * HEN b ‘° ,JND 1, - 12, 

s,* » 

e^rolted us^t*« s , ' -.} n*, wS!T> ?£pnrTr™ EN R 

« ou 2L 1 '.- 12 <*w-20:p£5^ RI ELSE 8 1 

instructions are include in the listing. Jjj, £*,?.*£%;!; Wjgs, prints 7 

. iiiL f > j°ss 0 ^i, T: mTr „„ 


Just one colour and t ..._ 

binations of colours until 
:ake or take too long 

tour is next. 


10MODE7:PR0CIH8 
20DIMP*C8 >,SC 8 > :MODES:FOR A»1T 
08 : SC fl >=10 : NEXT : VDU23.; 82020; 0 ;■ 0 


220 DEFPRor 

•cls.-if 


30GCOL07 : 8®= " " : SX«0 : MOVE 700 
,500:DRAW 1050,500:DRRW 700,850: 
DRAW 350.500:DRAW 700,500:DRRW70 
0.850:DRAW700;150:DRAW1050,500:M 
AVE350.500:DRAW 700,150 

40 COLOUR10:PR INTTABC 7,1>"'81 
MOW " : COLOURS : PR I NTT ABC 7,28 >"SCO 
RE“0":COLOURS:PRINTTABC 7,9>"1":C 
0L0UR3 : PRINTTABC 14,9 >"2": COLOUR1 
:PRINTTABC 7,22 >"4":C0L0UR4:PRINT 
TABC 14,22 >"3" 

50 IF LENA*>8 THEN FOR BX=1T0 
lENA$:FORCX=1TO500:NEXT:R-VRLMID 
«CA*,B«,1>:PROCTRI:NEXT 

60fl*RHDC4 >:PROCTRI:R*aR*+STRe 
A:GOTO140 

70 B=1:c*690:0=497:E=690^ F=17 
0:G=370:H=497:RETURN 

80 B=2:C=S90:0=505:E=690:F=83 
(5:G=360:H=505:RETURN 

90B=3:C=710:0=505:E=710:F=835 
5:G=1035:H=505:RETURN 

100E=4:C=710:0=498:E=710:F=170 
t:G=1035:H=498:RETURN 

\,m >?fi'TB8 c S R i6l8y H g0)s0^ei?? 

! 0 : GCOL.0, B : MOVE C, 0 '• MOVE E, F : PLO T 

| J 120IF LF.NASK40 THEN FOR AX=1 T 
0 C 40-LENA*>*50:NEXT . 


-FPPnrr n : NEHT •' GOTG50 

mmm SJsr'sc'ej rnTn I I O2000:NEX i 

■ , 230 COLOURSTrin#'£?? .. 

■ l Done i M • pptht », M H L>.. 2, 5 > ; i 

■ «h«t Is Your nIJ ' : S°1:? UR ^ PRINT" 
■■fNPUTPs Mant * ! "" : r.m r„ u,.~ . , 


0L0UR6:I 

I 250 PR I NT^“ snpp* 5 , ™ EN G0T0260 

|M^ ;C LS:GOTO230 ! T °° Lo "* " 

| : RFPFPT tr, r - 

| 370 UNTIL , 

280 FORJ« 8 T n 

| J-1 > : SI T *' , STEP “ 1 : J 

[ B P* : SC R >=s;. ; - ' '' J ~ 1 : NEXT : R ; 

T T lc0 R S?:“^ 8 ; pp INT... 



fFXIS.l 

_ $ : r.*LS * mTn-.r 

> 220 OEFPRoniwe ^ 

H 330 PRIMJ.. . 

|j| Is Copy Thrr- 1 N-ave To Do 

§. Colours Which un lf quer) « Of 
i r,e Colour RncJ** • •-* --a.rt With C 

^INT" Build up „, Hr . 
B‘ aKe H Mistake m- t » * Jl, zi l r ou. f* 
r .^ : .. ■” ’ i ake t v. i 


-*cr 


350 PRIWT-* " Tn nr . T . . 

Keys - » • . nr-.» J_. Oo Th i s Us 


?•? r\&y& -DpTHTnr ^ 1,11 s Th*=■ 



PINT' 4 E , , . F „ , , ; • , ~- ' ELLOW" : F 

PRESS NNV key TO S™* 1 *;. 

«*=GET 



* ■ ENDPROC , C ~ ' T0 yTfi,RT 













































































GAME: REACT 


AUTHOR: CHARLES SHARP 


RUNS ON: A TEXAS II 99/4a IN 16K 




*RE-ACT*" 


| .00 CALL CLEAR 
110 PRINT " 

120 PRINT ::s:: 

130 PRINT "THE OBJECT IS TO REACH THE":"INNER 
REACTOR DOOR*" 

140 PRINT 

150 PRINT "AVOIDING THE SECURITY ROBOT":: 

160 PRINT "IF HE CATCHES YOU THEN YOU":"ARE DEAD"::| 
170 PRINT "WHEN HE RUNS EVERYTHING":"ELSE SHUTS 
DOWN FOR A WHILE":: 

180 CALL SOUND(200,1109,0' 

190 FOR D=1 TO 2000 
200 NEXT D 
210 CALL CLEAR 

220 PRINT "USE CURSOR KEYS TO REACH":"REACTOR 
BEFORE TIME RUNS":"OUT AND IT EXPLODES" 

230 PRINT 

240 PRINT "SECURITY HAS GONE WILD"::"ALL THE 
SYSTEMS ARE OUT":"OF SYMCHRONIZATIO 
N AND THE": 

250 PRINT "INNER DOORS CLOSE AND OPEN":"AT RANDOM" 
260 PRINT :: : 

270 PRINT " *GOOD-LUCK*" 

280 CALL. SOUND < 200, 1109,0 ■ 

290 FOR D=1 TO 2000 
300 NEXT D 
.310 CALL CLEAR 
320 R=24 * 

330 C=!6 
340 RR*-4 
350 CO 4 

355 REM . . BY C. A. SHARP. . ~83' s ' 

360 REM ..SET SCREEN 
370 CALL SCREEN(16) 

380 CALL CHAR(40,"FFFFFFFFFFFFFFFF") 

390 CALL CHAR(97,"FFC3A59999A5C3FF") 

400 CALL. CHAR (120, " FFFFFFFFFFFFFFFF " ) 

410 CALL CHAR(112,"0000081C241C1422") 

420 CALL CHAR(104,"1C1C083E241C1422") 

430 CALL CHAR(105,"00220099990022") 

440 CALL HCHAR(1,1,40,32 5 
450 CALL HCHAR(24,1,40,32) 

460 CALL VCHAR(1,1,40,24) 

470 CALL VCHAR(1,32,40,24) 

480 CALL HCHAR(3,3,40,28) 

490 CALL HCHAR(22,3,40,28) 

500 CALL VCHAR(3,3,40,20) 

510 CALL VCHAR(3,30,40,20) 

520 CALL HCHAR(5,5,40,24) 

530 CALL HCHAR(20,5,40,24) 

540 CALL VCHAR(5,5,40,15) 

550 CALL VCHAR(5,28,40,15) 

560 CALL HCHAR(10,15,40,7) 

570 CALL HCHAR(14,15,40,7) 

580 CALL HCHAR(11,15,40,2) 

590 CALL HCHAR(12,15,40,4) 

600 CALL VCHAR(11,20,40,3) 

610 CALL VCHAR(11,21,40,3) 

620 CALL VCHAR(15,21,40,5) 

630 CALL VCHAR(5,15,40,5) 

640 CALL HCHAR(24,16,32: 

650 CALL HCHAR(3,16,32) 

660 CALL HCHAR(12,5,32) 

670 CALL HCHAR(12,28,32) 

680 CALL HCHAR(7,15,32) 

690 CALL HCHAR(17,21,32) 

700 CALL HCHAR(12,20,32,2) 

710 CALL HCHAR(18,7,40,5) 

720 CALL VCHAR(19,7,40) 

730 CALL VCHAR(19,11,40) 

740 FOR A=22 TO 25 
750 CALL VCHAR(8,A,40,7) 

760 NEXT A 

770 CALL COLOR(9,2,12) 

780 CALL COLOR(11,5,1) 

790 CALL COLOR(10,7,1) 

800 CALL VCHAR(9,23,120,3) 

BIO CALL VCHAR(9,24,120,3) 

820 REM.SET TIME 

830 TIME=41 
840 TIME=TIME-1 

650 IF LEN(STR*(TIME)>=1 THEN 860 ELSE 870 
860 CALL HCHAR(19,10,32) 

370 FOR 1=1 TO LEN(STR*(TIME)) 

880 CALL HCHAR(19,1+8,ASC(SEG*(STR*(TIME),I, 1)> ) 

890 NEXT I 
900 REM .... 

10 REM 


The nuclear reactor is going critical — and 
only you can stop it! You must negotiate the 
maze-like corridors of the reactor building to 
reach the core and deactivate the runaway 
reactor. Sounds easy eh? But you’ve not 
taken into account the security robot which 
patrols the corridors. Ordinarily he’d let you 


91C 


.**MAIN LOOP** 


























































































































ns randomize 

;.*0 CALL HCHAR<R,L,H*> 
930 GOSUB 11SO 
940 GOSUB 1090 
950 GOSUB USD 
9AO GOSUB 2090 

loOO^X^NTmNDUO,^ 

. 1010 IF MX-1 ™tN U-- 
' . .;, 0 GOSUB 1150 

* ,030 Dr.-INTf.RND*U» + * 

i 

§ 1060 call E hchar<RR.c c ’ 
I rS°.!?C0RE COLOl 

*1 1080 Btn . rn; , K in*i5) 




pass once you ve given him the security 
password — but he has been affected by the 
increased radiation and will blast any 
intruder without asking any questions! Oh 
yes, and you have to race against the clock. 
Full instructions are included in the program. 
Can you stop a nuclear blast? 


1090 COLL-IN > 

I 1100 CALL COLOR 
' 1110 RETURN 
1120 GOSUB 1430 

U3C ! REM 0 920 ...man moves 
J \\% CALL HCHAR(R,C,32) 


11.80 ELSE H 


1200 

1210 R-R*! 

1 — 1400 


‘^^K-UTtHW 1240 ELSE 1290 
UIES’-O ELSE 12, 


280 


1400 


then 


1300 ELSE 1350 


1270 F(=R" 

\1280 GOTO 

| 1290 I.E K*8-> 

* 1330 c*c+: 

■ 1340 GOTO 1400 
1350 


Eschar<R. c,^ elSE 1400 
. ,-oa TF G> 3 a > HtN ' ’ 

%.(R,C,112> 


: 1370 
^ 1380 

1390 C~C~1 
> Uoo CALL HCHAR 
**■ 1410 RETURN_ robqt MOVES- 


i420 REM »- - 
1430 FOR T«4 
- ,... r'/N.i ! HCHAR 


TO 


i 440 CAL' 

1450 CALL 
1460 *■ 

1470 CALL HL 
1480 NEXT 


(4,T,104) 
(4,T+l iCO 


, ... GCHARst, • — 

IF BC-112 THEN 2-10 
..... , lj^haR (4, T, 


—- 1480 inc. a • 

« C2> ^ 1490 GOSUB 


S&SSshSb 


gchar <VV+ 

. . VLJCrtN 


1510 - 

1520 CALL --- i2 N 23 

CALL VCHAR<VV.29,3 2 > 

1560 Sb 2090 4 STep 

1570 FOR L °~£® r( 2 1.C0,104> 
1S80 CALL ^"p (2r ,cO+l,BC) 
1390 CALL 6CHAR("1. ^ 

VflO CALL HCHAR(21,C0,3.) 

1620 NEXT CO 


1630 GOSUB 2096 
1640 FOR VC=20 TO 5 STEP -1 

CALL VCHAR(VC f 4,104) 

1670 TF L r n GCHAR(VC+1 .4,GC) 
i f’o,; 1 GC:=n2 THEN 2310 
1680 CALL VCHAR(VC 4 to,' 

1690 NEXT VC ' 9 ^ 

1700 GOSUB 2090 
171.0 RETURN 

- d 00R CONTROL 

17_.(j LAL.L HCHAR (3 16 97 * 

1740 CALL HCHAR(12,V72) 

1750 CALL HCHAR (12, 26L 3 *?) 
1760 CALL HCHAR < 7 . l^n’ 
1770 CALL HCHAR(17,21 37 ) 

i^^ R r ND<ioo ’ iio:io > 

1800 CALL HCHAR( 12 , 5 , 97 ) 

< 1S10 CALL. HCHAR (12,28 32) 

1820 CALL HCHAR(7,15 32 ) 

1830 CALL HCHAR (17, 21 
1840 CALL HCHAR (3, 16 32)" 

1850 CAL.L. SOUND ( 1 00, 1 J O 1 r, ^ 
I860 RETURN ’ ’l" 

18/0 CALL HCHAR(12,28 97 ) 

*®®0 CALL HCHAR(7,15 7^) 

1890 CALL HCHAR(17,21 32 ) 

1900 CALL HCHAR(3,16 32 ) 

1910 CALL HCHAR ( 12 , 5 ', 3 ?) 

\ZZ°. 2 ALL S °UND ( 100 , 110 , 10 ) 
1930 RETURN 

1940 CALL HCHAR(7,15 97 ) 

1950 CALL HCHAR(17 21 ^ 2 ) 

\lyr rv\ LL H S h ^R (3, 16,32" 

1970 CALL HCHAR(12,s 3*5 

1980 CALL HCHAR(12, 28 ^4) 

1990 CALL SOUND(100, 11 o"in) 
2000 RETURN ’ 

2010 CALL. HCHAR (17, 21 97 ) 

Z020 CALL HCHAR(3,16 3 ^) ' 

2030 CALL. HCHAR ( 12 , 5 ^ 3 ?) 

2040 CALL HCHAR(12,28*3^) 

* 050 CALL- HCHAR (7, 15 3 ^ 

-.060 CALL SOUND (100, 110 10 ) 
.2070 RETURN ,1U) 

2 °®° COUNT 

2090 TIME^TIME-l 

ITo e[se E 2i 1; r * <time »-‘ 

2 11 0 CALL HCHAR(19,10,3?) 

^120 FOR I=i T0 LEN(STR$(TIMFN \ 
‘str* r+8 > ASC (SE <5* 

2150 NEX^f = ’° ^ 2180 

“ LL SOUND (100. 1760 0 ) 

2170 RETURN u * 0) 

2i9n CAM••■••destruction 

N LALI - COLOR (2, 14. M 
-1 ST, 3=30 T0 0 STEP -! 

2220 next ! OUND( 50 »no,s: 

2230 CALL SOUND(300, 1 lO tv 
2240 CALL CLEAR 
^ £f LL SCREEN(14) 

UP THEN":'!: BLEW THE REAC TOR 

2270 FOR D ~1 TO 2000 
2280 NEXT D 
2290 END 

L30O REM ....,CAUGHT BY ROBOT 
---a 5 ALL H CHAR(R,C, 105 ) 

%%t°. LALL SOUND (300,-1 0 ) 

2330 CALL HCHAR (R,C . 3 ^- 
^40 FOR DE -1 TO 100o"’ 

.2w.'<bo NEXT DE 
2360 CALL CLEAR 

over BY 

2300 STOP 

2400 PAM V rn° T ° 0 STEP "1 
^ CALL SOUND ( 50 , 39 ^ m, 

2410 NEXT V u V) 

2420 CALL CLEAR 

“ ,o " 

^440 FOR D »1 TO 3000 
2450 NEXT D 
2460 END 

















































































































GAME: CIRCUS 


AUTHOR: TONY CADDIES 


RUNS ON: A DRAGON & TANDY COLOUR COMPUTER 





Welcome to the Big Top! We’ve got a great 
competition for you — can you beat the 
bouncing balls — and the clock? The object 
of the game is to help Cuthbert the Clown 
throw balls through the moving hole. If you 
miss the hole it will begin to move down — 
making Cuthbert’s task even more difficult. 
If you score a direct hit the hole will move 
up the screen giving you more of a chance. 

But beware, the clock is counting down — 
and you must beat it if you want to get a 
high score! The record scores so far are 18 
points in 90 seconds and is 28 points — can 


60 ’ 

70 GOSUB 550 ’’DRAW GRAPHICS’’ 

80 GOSUB 880 ’’’DRAW SCREEN’” 

90 GOSUB 1050 ’’READ NUMBERS” 

100 GOSUB 1210 ’’SET UARIABLES” 

110 GOSUB 1340 ’’INSTRUCTIONS?” 

120 REM MOUEMENT 

130 SCREEN 1,1:PLAY TU$:TI|1ER=0 

140 REM READ KEYS 

150 IF PEEKC3381=251 THEN X=X+4 ELSE GOT 
0 200 

160 XX=XX+4 

170 IF XX>252 THEN XX=251:X=XX-26 

180 IF B=1 THEN PUTCX,Yl-CXX,YY1,NB,PSET 

TGOTO 200 

190 PUTCX,Yl-CXX,YY1,HB,PSET 

200 IF PEEKC338.1 =239 THEN X=X-4 ELSE GOT 

0 250 

210 XX=XX-4 

220 IF X<6 THEN X=7:XX=X+26 

230 IF B=1 THEN PUTCX,Yl-CXX,YY1,NB,PSET 

:GOTO 250 

240 PUTCX,Yl-CXX,YY1,HB,PSET 

250 IF B=1 THEN GOTO 270 

260 IF INKEY$="-'' r THEN B=1 :PX=X+5 :U=Y-6: 

D UTCX,Yl-CXX,YY1,NB,PSET=S0UND 50,1 

270 IF B=1 THEN GOSUB 350 

280 LINEC0,SP1-CPH,SP1,PSET 

290 LINECPH,SP1-CPH+40,SP1,PRESET 

300 LI NECPH+ 40,SP1-C256,SP1,PSET 

310 PH=PH+NM 

320 IF PH+40>247 OR PH<9 THEN NM=-NM:S0U 
ND 100,1 

330 IF TIMER>=4500 THEN PLAY HT$:GOTO 17 
30 

340 GOTO 140 
350 REM BALL 
360 ’ 

370 U=U-1 

380 IF U>SP THEN GOTO 420 



you beat it? Full instructions 
are included in the program. 

The game will also work on the^ 
Tandy Color Computer with the 
following modifications. 150 
l£ = INKEY£:IF l£ = ‘‘@”THEN 
X=X+4 ELSE GOTO 200 
200 IF l£=“P” THEN X=X-4 
ELSE GOTO 250 

This is because lines 150 and 
200 in the Dragon program PEEK\ 
into the keyboard scan to produce^ 
auto-repeat. The Tandy 
computer’s keyboard scan is 
different and will only work with 
these alterations. The program 
will run directly on a Dragon 64. 


390 IF PX>PH AND PX<PH+40 THEN 
OSUB 450:UD=1 ELSE UD=0 
400 LINECPX,U1-CPX+5,U+121,PRESET,BF 
: PUTCX,Yl-CXX,YY1,HB,PSET 
410 GOSUB 1660 ^RETURN 
U=U-4 

PUTCPX,U1-CPX+5,U+121,B,PSET 
RETURN 

REM DRAW SCORE¬ 
LINE C 43,51- C70, 101,PRESET,BF 
W$=STR$ C SC 1 
FOR 1=2 TO LENCW$1 
A=ASC.CMID$CW$, 1,111 
C=A~47 

DRAW"BM43,5":DRAW"BM+"+STR$CC1-11*71 


420 

430 

440 

450 

460 

470 

480 

490 

500 

510 


+ ",5 I! +NM$CC1 
520 NEXT I 
530 RETURN 
540 GOTO 540 
550 REM GRAPHICS 
56*0 PMODE -4, 1 :PCLS 
570 ’ 

580 FOR 1=0 TO 15 
590 READ A$ 

600 POKE 1538+1*32,UALC"&H"+A$ 1 
610 NEXT I 










































620 DATA 6,F,9,11,9,6,F,1F,2F,CF,F,F,6,9 
,9,9 

630 FOR I=0 TO 7 
640 READ 6$ 

650 POKE 1537+1*32,UALC"&H"+A$3 
660 NEXT I 

670 DATA 0,0,0,0,6,F,F,6 
680 DIM HBC11J 
690 GETC6,03~C32,163,HB,G 
700 POLS 

710 FOR 1=0 TO 15 
720 READ A$ 

730 POKE 1538+1*32 ,UAL C"&H"+A$ 3 
740 NEXT I 

750 DATA 6,F,9,11,9,6, F, FF, F, F, F, F, 6, 9, 9 
> 9 

760 DIN NBC11J 

770 GETC6,03~C32,163,NB,G 

780 POLS 

790 FOR 1=0 TO 7 
800 READ A$ 

810 POKE 1536+1 *32, UAL C"&H"+A$ 3 
820 NEXT I 

830 DATA 0,0,0,0,6,F,F,6 
840 Din BC33 
850 GETC3,03-C8., 123,B,G 
860 POLS 
870 RETURN 
880 REN SCREEN 
I 890 PNODE 4,1 2PCLS 

■ 900 LINE C0,203'-C 113,203 , PSET 

■ 910 LI NEC 153,203”C256,203,PSET 
■920 FOR 1=1 TO 256 STEP 4 
■930 LINECI,1753-CI,1923,PSET 

■ 940 NEXT I 

■950 LINEC0,1753-C256,1753,PSET 

■ 960 DRAW"BN5,5 ; R5L5D2R5D3L5" 

■ 970 DRAW"BH12,5 ;R5L5D5R5" 

■ 980 DRAW"BN19, 5 ;R5D5L5U5" 

I B 990 DRAW"BH26,5 , D5U5R5D2L5R2F3" 

1000 DRAW"BN33,5 ^R5L5D2R5L5D3R5 11 
1010 PSET C40,6,53 
11020 PSET C 40,9,5 3 

1 1.030 PUTC126, 1583-C152, 174 3,HB,PSET 


1040 

RETURN 

1050 

REN 

READ NUNBERS 

1060 

DIN 

NN$C103 

4 070 

FOR 

1=1 TO 10 

1080 

READ 

NN$CI3 

1090 

NEXT 

I 

1100 

DATA 

BUU3BUBRR3BRBDD3BDBLL3 

1110 

DATA 

R5L3U5L2 

1120 

DATA 

R5L5U2R5U3L5 

1130 

DATA 

R5U2L5R5U3L5 

1140 

DATA 

BR4U5G4R5 

1150 

DATA 

R5U2L5U3R5 

1160 

DATA 

U5R5L5D5R5U3L5 

1170 

DATA 

E5L5 

1180 

DATA 

R5U5L5D5U3R5 

1190 

DATA 

BR5U5L5D3R5 

1200 

RETURN 

1210 

REN i 

UARIABLES 

1220 

SC=0 


1230 

PH-113 

1240 

X-126 

1250 

-< 

1! 

cn 

00 

1260 

XX=152 

1270 

YY=174 

1280 

TU$ = 

"03 ;T6 ;CDET3GT6P99GAGE JG0GEG0CC 

C". 



1290 

HT$ = 

"O3;T20 JCDECDECDECDE;T100;CDECD 


ECDECDECDEEDC" 

1300 SP=20 
1310 NN-10 
1320 B=0 
1330 RETURN 

1340 REN INSTRUCTIONS 

1350 CLS - PR I NT " . .. , target. . , .... . . . 

!! a 

i A » p n p J 

1360 PRINT - PRINT 

1370 LINE INPUT ,! DO YOU REQUIRE INSTRUCTI 
ONS>" ;Q$ 

1380 IF LEFT$CQ$, 1 3 = "N" THEN GOTO 1510 E 
LSE IF LEFT$CQ$,13 = "Y" THEN GOTO 1390 EL 
SE GOTO 1340 

1390 CLS : PR I NT 11 , . , target. .. . . „ . . . 

1400 PRINT |: THE OBJECT OF target IS TO NO 
UE ,! 

1410 PRINT"YOUR LITTLE NAN AT THE BOTTON 
OF" i 

1420 PRINT"THE SCREEN AND THROW THE BALL 
UP" 5 

1430 PR I NT"THROUGH THE NOUING HOLE." 

1440 PR I NT"IF YOU NISS THE HOLE WILL NOU 
E" 

1450 PR I NT"DOWN & IF YOU HIT THEN THE HO 
lE" 

1460 PR I NT"WILL NODE UP." 



























































































I 



YOU ONLY HAUE NINE 


1470 PRINT"WATCH OUT2 


1480 PR I NT"SECONDS IN 
1490 PRINT@449,"PRESS 
NTINUE" 

1500 IF INKEYSO" " Tl 
1510 REN START SCREEN 
1520 CLS 

1530 PRINT"... target. 


540 PRINTLINE INPUT"TYPE IN YOUR NANE 
PRESS enter >";N$ 

550 IF LENCN$3 <20 THEN GOTO 1600 

TWENTY LETTERS AT A HAXI 


1560 PRINT@321 

nuns" 

1570 PLAY HT$ 
1580 FOR 1 = 1 Ti 
1590 GOTO 1520 

1600 CLS 
1610 PRINT",,, 


THROW P:LEFT 


THEN GOTO 1650 ELSE 


1760 PRINT" YOUR SCORE:";SC 
1770 IF SOHS THEN HS=SC:HN*=N* 

1780 PRINT" HIGH SCORE:" ;HS 
1790 PRINT" HELD BY:".;HN$ 

1800 PRINT@257,"DO YOU WISH TO PLAY AGAI 

N?" 

1810 I$=INKEY$ 

1820 IF I$="N" THEN GOSUB 880:GOSUB 1210 
:GOSUB 1510 =GOTO 130 

1830 IF I$="Y" THEN GOSUB 880:GOSUB 1210 
: GOTO 130 


1840 GOTO 1810 


1 




































...THE YEAR OF THE GAME LORDS. 








Bumper bundle! 

If you are looking for soft¬ 
ware for that new computer 
Santa brought you this 
Christmas, then this issue of 
Computer and Video Games 
is the one for you! If you look 
carefully, you’ll find a bum¬ 
per 52 page Book of Games 
attached to the issue. It’s 
packed with listings for all 
the top micros — and there 
are a few surprises among 
them, believe us! All that, 
plus the regular bundle of 
top games listings in the 
issue itself. What more could 
a micro owner want! 

What indeed! Well, how 
about a run down of the 
latest extra bits you can plug 
in or add on to your compu¬ 
ter to make games playing 
more fun? Or perhaps you’d 
like to read the inside story 
of the origin of that lovable 
denizen of the arcades, Pac- 
man? There’s more from 
Japan too in this special fea¬ 
ture. 


IH §:^0views 

GAMES NEWS 23 

Basil the burglar is having trouble 
with mutant bath bubbles in a long 
lost tomb! Meanwhile Quasimodo, 
the infamous hunch-back is 
attempting to rescue the Fair 
Esmerelda! 

REVIEWS 27 

Jet-Pac scores another hit with our 
review team as the space-ace 
transfers to the Vic-20. We also 
take an exclusive look at Stonkers, 
the latest game from Imagine for 
the Spectrum. 

VIDEO-GAMING 40 

An exclusive interview with “Mr 
Pitfall”, David Crane, Activision’s 
ace games designer. Plus 
Professor Video. 

ARCADE ACTION 50 

We look at the latest laser-games, 
including Starblazer and Cliff Han¬ 
ger, plus a preview of the eagerly 
awaited follow-up to Dragon’s 
Lair. 

NEXT MONTH 165 

HHi 



EAGLE 84 

The feathered fiends are coming to take you away — unless 
you can avoid their talons! Action for Sharp MZ80K owners. 
Can you steer clear of these birds? 

RHINO 96 

There’s this giant beast chasing you through the forest and it’s 
getting closer all the time. Animal magic for the Oric. 

MISSION IMPOSSIBLE . 100 

Our Game of the Month brings you an atom-powered chal¬ 

lenge for the Spectrum. Can you stop the reactor going 
critical and beat the security systems and save the reactor? 

PLANET QUARRK 106 

You are on a secret mission for the Intergalactic Federation 
when suddenly your ship malfunctions! Can you save yourself 
and your Commodore 64? 

SKIER 112 

If you’ve been watching Ski Sunday on TV you’ll need no 
prompting to program this listing into your Vic-20. 

ALIEN ATTACK 118 

Space action for the Dragon 32. 



Features 

MAILBAG 5 

Video gamers write! 

GOLDEN JOYSTICKS 19 

Find out who won our awards ... 

COMPETITIONS 21 

Overseas readers — this page is 
for you! 

CHESS COMPUTERS 38 

A look into the chequered world 
of chess-mates! 

BUG HUNTER 47 

Uncovers more gremlins in the 
works... 

LOST IN THE JUNGLE 64 

Part two of Frank Rooney’s epic 
Adventure. 

BUGS. 73 

What will they do next! 

HALL OF FAME. 76 

PROGRAM EXTRA 149 



REVERSI 126 

This game is one of the most popular board game conver¬ 
sions for computers. Now you can try your skill on your BBC 
B. 

BRIKY 136 

Briky is a happy little bricklayer — until the moles and bombs 
appear! Can you help him finish his wall with your Atari 
construction team? 


How our listings work. 

LETTER FROM JAPAN 152 

Discover the origin of Pacman. 

EXTRA BITS! 156 

Robert Schifreen looks at things 
you can plug in and add on. 

GRAPHICS 161 

Garry Marshall on the 64. 

CHARTS 163 
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SSuneom 

from Consumer Electronics. 


'These are the registered Trade Marks of the individual companies 
concerned. 


That’s why beating the game requires 
Suncom from Consumer Electronics. 


A range of 3 quality joysticks all with 
arcade-style features plus Joy Sensor, 
the ultimate, with precision, touch- 
sensitive control. 


No stick to move, no resistance to 
movement. 


Together with a range of C.E.L. 
Adaptor leads, they’re compatible to a 
wide range of machines. 


Check them out at your dealer- 
they’re sure fire winners. 


For details of your nearest stockist 
contact-Consumer Electronics Limited, 
Failsworth, Manchester M35 OFIS. 

Tel: 061-682 2339. 


Compatible with 

Atari CX2600 Game System* 
Atari Personal Computer Systems* 
Commodore 64 & Vic 20 Computers* 


An adaptor (sold separately) is available for 
Texas Instruments Tl 99/4A Computer* 
Adaptor Model No. 11060 


Beating the game requires positive 
response and fast accurate control. 













Dear Sir, 

In your December issue you 
stated you do not know of 
any modems currently 
available for the Dragon 32. 

Not so! Microcomputer 
Resources Ltd manufacture a 
Prestel/Viewdata interface 
which will allow you to link 
up to Micronet. 

Maplin Electronic Supplies 
also sell a RS232 interface kit 
which enables Dragon users 
to link up to virtually any 
viewdata system or even 
Maplin’s own Cashtel system. 
S. C. Parnell, 

Benfleet, 

Essex. 

BBC MICRO 
MYSTERY 

I own a BBC Model B and at 
the side of my micro’s 
keyboard there is a hole 
which is covered with plastic. 
I know l am not telling you 
anything you don’t know but 
along with a few of my 
friends who also own BBC 
micros I could not resist the 
temptation to push it in. 

When it came off, I found that 
instead of seeing an interface 
for the ROM cartridges, 
which I had expected to see, 

I saw over half of the 
loudspeaker overlapping 
from the position where it 
should have been. 

This mispositioning of the 
loudspeaker accounted for 
the coarse sound I had been 
getting even on a -15 setting. 
This was easily overcome by 
just taking the cover off and 
moving it slightly. But I still 
do not know what I set out to 
find in the first place so could 
you please tell me when the 
ROM cartridges will be 
available in the shops? 

Jason Dines, 

Billericay, 

Essex. 

Editor’s reply: At the 


present moment there are 
no ROM cartridges 
available for the BBC. 
Acomsoft are thought to be 
planning to release games 
cartridges some time in the 
future As soon as they are 
out you’ll be able to read 
about them in our Games 
News pages. 

STOPPING 
THE VIC 

Dear Sir, 

I am writing to enquire what 
POKE command can be used 
on the Vic-20 to stop the 
STOP key functioning. I have 
seen this used on cartridges 
for the Vic-20, as when the 
STOP key is pressed, which 
would normally break out of 
the program, the program 
will continue as normal. 
Andrew Griffiths . 

Mirfield, 

W. Yorkshire. 

Editor’s reply: The run/stop 
— restore keys can be 
disabled with this line: 
POKE 808, PEEK 
(808)+2:POKE 37150, PEEK 
(37150) AND 127: The keys 
can be turned on again with 
this line: POKE 808, PEEK 
(808)—2:POKE 37150, PEEK 
(37150) OR 127. 

POKEING 
THE ATARI 

Dear Sir, 

I own a 16k Atari 400 and 
recently I came across a few 
POKES. When I POKE 742,0 I 
discovered I now have 63k. Is 
that true? And also am I the 
first to discover that POKEing 
703,4 into the memory gives a 
text window to GR0? Finally, 
the POKE which was 
published in December’s 
issue was in the Atari Basic 
reference manual anyway! 
(Appendix 1-3). 

Michael Yick, 

Sowerby Bridge, 

W. Yorkshire. 

Editor’s reply: 

Unfortunately, expanding 


your Atari’s memory is not 
so simple or cheap. 

As you type in a Basic 
program, the amount of free 
memory goes down. The 
computer, therefore, keeps 
a counter in its memory 
with a value to tell it how 
much memory is remaining. 
So when you ask your 
machine how much free 
RAM you have, it simply 
looks at the value of this 
counter. 

You have probably 
guessed that part of this 
counter is at location 742, 
and what you are doing is 
altering this counter. This 
does not alter the amount of 
RAM, but alters the amount 
which the machine THINKS 
that it has! 

If the machine thinks that 
it has more memory than it 
should, it will try to let you 
type in a larger program 
than allowed. This yrill then 
cause a crash, probably 
erasing all your hard work. 

The only use for such a 
POKE command is to fool 
your friends into thinking 
that you’ve typed a 48k 
program in, in 10 minutes! 

INTERFACE 
PUZZLE... 

Dear Sir, 

I will soon be purchasing a 
ZX Spectrum and am puzzled 
over which interface to buy 
with it. The interface module 
I’m after should be able to be 
used with most of the 
software for the Spectrum 48k 
i.e. most of the games from 
Ultimate, Imagine and 
Silversoft. Another factor to 
be taken into account is 
price. I would want it to cost 
about £15 to £20, maybe a 
little more. Please could you 
also recommend the best 
compatible joystick with 
price to be taken into 
consideration. 

R. J. Cosgrove, 

Wrexham, 

Clwyd. 

Editor’s reply: There are 


a lot of joystick interfaces 
around and all use different 
software. Most new 
software will probably be 
written for the new Sinclair 
Interface 2 although the 
only one that works with all 
games would be a 
programmable Interface 
such as the AGF. One of the 
most popular joysticks is 
the Kempston Interface and 
joystick, with a price, of 
around £30.00. 

W0RRIEB 
TEXAS... 

Dear Sir, 

Recently, whilst browsing 
through the mags shelf of my 
local W. H. Smith, I noticed a 
computer magazine 
screaming that Texas 
instruments are pulling out of 
the home computer market 
due to great financial losses. 

Two questions — does this 
mean that TI will not be 
manufacturing any more 
cartridges, modules, ROMS 
(whatever you want to call 
them!) and secondly, does 
this mean the price of 
printers, disc drives modems 
etc. will come down in price? 

The article says, “as many 
as half a million units could 
be sold off before Christmas 
for as little as £50 each.” I, 
being a TI user, am worried 
in case my machine goes 
wrong — will TI repair it? 

Paul Boakes, 

Rochester, 

Kent. - 

Editor’s reply: TI’s 
announcement that they are 
pulling out of the home 
computer market is bound 
to lead to slashed prices on 
hardware, software and 
peripherals. 

On the subject of 
servicing, TI have 
promised to offer a service 
to all people who bought 
their machines. There is 
considerable pressure on 
them to keep this promise 
and keep faith with the e-y 

public. K_i 
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BLASTERMiND! 4 

At first glance this might SPECTRUM 48k £5.50 


seem to be just another ver¬ 
sion of a very popular game. 
How wrong can you be!!! 
True, the start is simple 
enough. The Spectrum picks 
a code of numbers or colours 
with a selection of levels of 
difficulty — and invites you to 
do the same. You then take it 
in turns to guess each others 
code from the clue supplied 
after each guess. An extrem¬ 
ely well written, fast and very 
clearly displayed game, with 
almost inevitable defeat. 

.This was exactly as intended 
but unfortunately something 
went wrong. During the 
programming strange uncom¬ 
plimentary messages began to 
appear on the screen. At first 
they were so few they were 
not taken too seriously, but 
soon they could no longer 
be ignored. Somehow the 
Spectrum had been given a 
personality — a rather dev¬ 
ious, supercilious, dislike- 
able, hateful, horrible mind. 


Side B contains a version of the game 
compatible with the excellent Currah 
juSpeech unit — even worse!! 


...a spectacular 

range of software 


The Quest; of Mepravttk V 

VIC 20 (16k) £7.95 or Commodore 64 £7.95 J ^ 

A really challenging and 
enjoyable adventure, written 
by a confirmed adventure 
addict who grew tired of the 
ease with which he solved 
other adventures himself. Will 
accept and act on sentences 
containing up to nine words. 

The adventurer becomes 
Merravid, charged with the 
task of finding, taking and 
then returning the magic 
Firestone of the Dwarves. 

However, overcoming the 
many novel and original haz¬ 
ards is no easy matter. Care¬ 
ful and imaginative thought is 
required if progress is to be 
made and the Firestone 
tracked down to the lair of the 
Dragon of Thargon. Even then 
the Dragon has to be defeated 
and the stone retrieved. A 
compulsive, extremely enjoy¬ 
able and very user friendly 
adventure. 


COMPUTER 
MODERATED 
BOARD GAMES 


The original and completely unique two player 
games of cunning and strategy, strictly for more 
demanding games enthusiasts. 

CONFLICT — a full scale military and economic battle 
demanding clear thought and decisive action. 

GALAXY CONFLICT — a complex battle for control 
of the Universe. 


Mail order to: 


Most games available from leading retail outlets. 
Prices include VAT, Post and Packing 


MARTECH HOUSE, BAY TERRACE, PEVENSEY BAY, EAST SUSSEX BN24 6EE 
Telephone: (0323) 768456 Telex: 87465 EXIM Brighton 


Attractively boxed containing cassette, 
full size board, pieces, maps, and 
full instructions. 


Each game:— 

ZX81 (16k) and SPECTRUM (48k) £11.95 
BBC ‘B\ CBM-64, ATARI 800 £14.75 


6 COMPUTER & VIDEO GAMES 




















QUALITY NOT 
QUANTITY? 

Dear Sir, 

I have recently heard people 
criticising the CBS 
Colecovision because of the 
price of the games. These 
people are mostly Spectrum 
owners and I feel that this is 
a certain case of “quality not 
quantity”. The Coleco system 
has by far the best graphics, 
better than nearly all home 
computers, and the games 
are ones which gamers are 
not likely to get bored with 
quickly. 

The software list will be 
enhanced by Activision, 
Parker and Imagic, the 
latter’s games for Intellivision 
being startling, so the games 
for the Coleco should in 
theory be truly magnificent 
when you consider the huge 
amount of built-in ROM. 

I feel that anyone who 
seriously wants arcade-type 
games at home should go for 
the CBS Colecovision. Should 
this letter be published, I feel 
it would put many Spectrum 
owners very firmly in their 
place. 

Tom Stungo, 

Aylesbury, 

Bucks. 

REVIEWER 

RAPPED 

Dear Sir, 

I am writing to you because I 
am disgusted with your 
reviewer’s views on the 
Electron. I do realise that the 
reviews are the opinion of 
one person, but before he 
makes any comparisons with 
another machine he should 
make sure he has all the 
facts. 

Firstly, I would like to 
know why in his review of 
the Acorn Electron he states 
that it’s a superior machine to 
the Atari? The Electron 
cannot produce sound 
through the television like the 
Atari. It has only 16 colours 
and Atari has 256 with 128 
displayed at any one time. 

There are many more 
differences, which in my 
opinion make the Atari far 
superior. I am slightly biased, 
just like your reviewer seems 
to be towards the Electron 
and BBC machines. 


In the review on the 600XL 
and 800XL he states that the 
600XL is 16k standard, but it 
can actually be expanded to 
64k, and the 800XL comes 
with 64k. Both machines have 
24k ROM and not 10k ROM 
as stated. 

I would also like to add 
that one great advantage that 
the Atari gives, is the 
compatibility between the old 
and new machines. 
Unfortunately, a lot of 
manufacturers (i.e. the Acorn 
Atom and Electron which are 
two totally different machines 
requiring separate software), 
do not consider the users. 
Therefore, I thank Atari for 
enabling me to keep all my 
software library which has 
cost me over £200 plus, when 
I upgrade to their latest 
model. 

I would just like to say that 
I find your magazine 
excellent, but please review 
your reviews before you 
publish. Wrong information 
could easily mean the 
downfall of a good machine. 

R. T. Green, 

Crumpsall, 

Manchester. 



VECTREX 

ERRQRS? 

Dear Sir, 

I recently purchased the 
Vectrex computer games 
system and have found a few 
faults with two of its games, 
Spike and Minestorm. 

The instructions for 
Minestorm say that when you 
clear thirteen minefields you 
enter a new universe with 
space ships and space dust 
to contend with. So far I have 
cleared 24 minefields with no 
sign of a new universe at all. 
Is this a misprint in the 
booklet? 


The second game Spike 
gives you a lot of points if 
you move Molly’s cage to the 
far left of the screen and 
jump for it. You lose a life but 
you can get a maximum of 
65,000 points for doing this. Is 
this a fault or is it intended? 

/ Hansford, 

Doncaster, 


STIX AND 
STONES. 


Dear Sir 


S. Yorks. 


SNOWFLAKES 
FOR 0RIC 

Dear Sir, 

As it is approaching 
Christmas and the colder 
months, there will be some 
snow (hopefully). But just in 
case there isn’t, here is a 
program for Oric 1 owners. It 
draws snowflakes and 
develops into quite a nice 
pattern when the screen fills 
up. 

10 PaperO:INK 7 
20 HIRES 

30 POKE #26A, 10 

40 X = (RND(1)*200) +20 

50 Y=(RND( 1) * 160)+20 

60 P=(RND( 1) * 255:PATTERN 

P 

70 CURSET X,Y,1 
80 T=(RND(l)*12)+2 
90 FOR A=1 TO T:CIRCLE 
A,FB 

100 FB-INT (RND(1)*4) 

110 NEXT A 
120 GOTO 40 

This program runs on a 48k 
Oric. However, for the 16k 
version just miss out line 30. 
Chris Speight, 

Bedale, 

N Yorks. 

SPECTRUM 

COMPILER 

Dear Sir, 

Having recently started a 
course at university which 
involves computer 
programming with Pascal, I 
am interested in buying a 
Pascal compiler for my 48k 
Spectrum to help me with my 
studies. Please could you tell 
me where I could get one 
and how much it would cost? 
John Peden, 

Renfrewshire, 

Scotland. 

Editor’s reply: The HiSoft 
Pascal is available for the 
48k Spectrum from HiSoft, 

13 Gooseacre, Cheddington, 
Leighton Buzzard, 
Bedfordshire, LU7 0SR for 
£25.00. 


Although we were pleased to 
see that our game Stix for the 
Commodore 64 was reviewed 
in your December issue there 
does seem to have been 
some confusion on the part of 
your reviewer. 

The game concerns a 
struggle to contain an evil 
bundle of energy known as 
the Stix so that its power can 
be harnessed for good rather 
than evil. Force fields must 
be built, using the “field 
synthesisers” provided. Each 
game starts with four. 

There are a number of 
hazards to avoid — the most 
dangerous of these is the Stix 
itself), and to quote from the 
instructions supplied with the 
game: 

“The second hazard results 
from a design fault in the 
field synthesisers (the 
manufacturers have promised 
to put it right in their next 
model, but that isn’t going to 
help you now). If you pause 
for more than an instant while 
constructing a force field, the 
field stabiliser disengages 
sending a ripple of energy 
through the field that will 
destroy the synthesiser 
(unless you can complete the 
field before the ripple 
arrives). Listen out for the 
hissing sound that the ripple 
makes as it moves through 
the field.” 

Unfortunately in the review 
this particular feature of the 
game is described as “a 
software design fault” and the 
reviewer finishes by saying 
that “Although the game was 
exciting to play, I feel this 
particular version will have to 
iron out its mentioned defects 
to become a games player’s 
favourite”. Defects? 

I hope that this letter 
doesn’t sound like sour 
grapes. We’ve had so many 
excellent reviews of Stix that 
we can handle the odd 
mediocre one. But to state 
that the program is being 
sold with a known fault in the 
software doesn’t enhance our 
image, nor is it fair to the 
author, Andrew Trott. 

Peter Calver 
Supersoft, 

Wealdstone, 

Middlesex. 
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“ATTENTION EARTHUNGS... 


CHUCKIE 

EGG 


CYLON 

ATTACK 


JUNGLE 

FEVER 


PHARAOHS 

TOMB 


BBC 

7 


ELECTRON 

7 ”” 

7 " 


DRAGON 


SPECTRUM 


Available from W.H. Smiths, & 
John Menzies and all leading 
computer stores. 


Unit 8, Canalside Industrial Estate, 
Woodbine Street East, Rochdale, Lancs. 
OL165LB. Tel: 0706 341111 


































BALLOONS 

IMAGINE the party fun! 


an IMAGINE cap. 

Only £1.50 

White onl 


T-SHIRTS 

Cover your bear! 
chest with a super 
IMAGINE T-Shirt. 

Adults £3.50 each 
Child £2.75 each 

White only. 




‘Cut Ou 
badges- 

Only 30 


; or Button 
a chest full of 1 

Op each. 


KEY 


Real leather k^y fot 
with gold lettering 
and IMAGINE logo. 


Only 50p each. 


Post coupon now, to: 

Imagine Software Limited, 

2nd Floor, Unit 4, Mulberry House, 

Canning Place, Merseyside LI 8JB. 

Please rush me: □ ROUND PIM BADGES 

Amount □ COT OUT PIN BADGES WMH 

□ CAPS DSTONKERS POSTERS 

□ BALLOONS □ ZZOOM POSTERS 

□ KEY FOBS □ ALCHEMIST POSTERS 

T-SHIRTS AMCXJNT CHILD □ SIZE 22 24 26 28 30 32 Tick m«m 

AMfY INT AfY II T n QI7F Q M I T \\ 


AMOUNT ADGLT □ SIZE S M L 
Please debit my ACCESS/BARCLAYCARD (delete as necessary) 


CARD 

NUMBER 


I enclose Cheque/PO for £ 

Name . 

Address . 


Imagine Software limited, 

2nd Floor, Unit 4, • 

Mulberry House, Canning Place, 


l^AGltfe how irtany' 
cracks you can hide with 

- lx . 1 7 inch 

posters. 
V ‘ ZZOOM, 
STONKERS or 
ALCHEMIST 

Only £1.00 

each 


..the name 
of the game 

























































Any SPECTRUM _ £5.95 KEMPSTON Joy Stick Compatible. 

Lookout for COMMODORE ’64! 

Lothlorien ‘ACTIONMASTER; WARMASTER’ and ADVENTUREMASTER’ games are 
available from John Menzies. Lightning dealers and leading software outlets. For a complete 
list send for our free colour Catalogue. 

M C Lothlorien. 56a Park Lane. Poynton. Cheshire SK121AE. Telephone: 0625 876642 
































ammo 


IOTH LO R1EN 

warmaster series — . ~ * ^ 


The Winning Name In 
War Games 


3 NEW'STRATEGY 
GAMES FROM The 
FAMOUS WARMASTErt 
SERIES \ j 


(I 860 I 

There's still plenty of 
fight left in the 
Confederate South as 
eachside selects forces 
to manoeuvre on a full- 
graphics battle field. 

Use the ’save game' facility 
to perfect your tactics and 
re-write American History. 

1 or 2 players. 


PARAS (19441 

Dramatic all-graphics 
reconstruction of a famous 
World War II Campaign. 

Your hand-picked force has 
dropped behind enemy lines 
to capture a strategic river 
crossing. 2 versions of the 
game with ten levels of play. 

mwcaxms) 

The Martians are coming 
in this superb all-graphics 
battle. You’re in command of 
land forces defending London 
when an outbreak of semi- 
\ sentient Redweed threatens 
to immobilize your forces. 
Fifteen levels of play. 


NEW RED BARON—great tactical WW1 aerial combat game. 


Spectrum 48K £5.50. 

the mind stretcher 


DREADNOUGHTS 

Spectrum 48K 

£5.95 □ 

CONFRONTATION 

Spectrum 48K 

£7.95 □ 

RED BARON 

Spectrum 48K 

£5.95 □ 

REDWEED 

Spectrum 48K 

£5.50 □ 

PARAS 

Spectrum 48K 

£5.95 □ 


BBC-B 

£6.95 □ 

JOHNNY REB 

Spectrum 48K 

£5.50 □ 


BBC-B 

£6.95 □ 


0ric48K 

£6.95 □ 


Others (please specify)_ 

I enclose a cheque/PO for £_made payable to M. C. Lothlorien 

Please debit my Access A/C No._/_/_/_ 

SIGNED_ 


I * 

L? 


Send to: M C Lothlorien, Dept. CVC/ 2 /84,56a Park Lane, 
Poynton, Cheshire SK121AE. Telephone: Poynton 876642. 








Spectrum 48K £5.50. BBC-B £6.95 and Oric 48K £6.95 
Two new two-plaver titles. 

DREADNOUGHTS Suspense-filled high seas / G*~rfri 

drama as the pride of the German Grand Fleet 
is locked in battle with the Royal Navy 
Secret orders, battle graphics, torpedoes, guns etc. 

CONFRONTATION Build-on battle game gives a basic 
format for any modem, non-nuclear conflict. Master tape 
contains modern European scenario and you can create 
others of your choice using both air and land forces. 

More superb strategy games. ara „ w 


OTHER GAMES 

Tyrant of Athens 


BBC-B £6.95 New-Spectrum 48K£5.95. 

16K Spectrum/Di^gon 52/Tandy 
Color 32K/ZX 8116K 


16K Spectrum/Dragon 32/ZX8116K 


WARMASTER TITLES 


Warlord 

48K Spectrum/Dragon 32 

Tandy Color 32107X8116K 

Roman Empire 

16K Spectrum/BBC-B/Dragon 32 
Tandy Color 32107X8116K 

Atari 400/800 48K 

Peloponnesian War 

ZX81 16K 

Battlezone 2000 

BBC-B 


Privateer 48K Spectrum/ZX 8116K 

_combined cassette £4.50_ 

Prices: ZX81 £4.50 Spectrum £5.50 (except Paras) £5.95 
Dragon 32/BBC-B £6.95 Tandy £7.95 Atari £12.50 

Lothlorien games are available from most 
leading software specialists or direct by post at 
no extra cost. Why not really put your computer 
through its paces today? 

































WINS 

from SPECTRUM 


January is 

SALE timet 


January is SALE TIME and apart from the 
many January SUPER-DEAL offers featured 
in these ads most SPECTRUM dealers will 
be holding their own individual sales too, 
with big savings on a wide range of 
products. So for the best deal in HOME 
COMPUTERS - see your local SPECTRUM 
dealer NOW! 


Sensational 

PRINTER OFFER 


Amazing Value! SEIKOSHA GR100 Mk. 11 
plus FREE! box of paper (2000 sheeets) and 
all for under £200, see our ad for details. 


Just arriving! 

COMMODORE 64 
PORTABLE 


with built-in monitor, single disk drive. 
Plus! FREE! Future Finance & Easy script 
programs. Very limited supplies at only 
£895. See your local SPECTRUM dealer 
now! 


DISK DRIVE 

for ZX SPECTRUM 


Now from SPECTRUM a Disk Drive for the 
ZX SPECTRUM exclusive to SPECTRUM 
stores see our ad for full details 


LATEST NEWS 


• For up-to-date news, informa¬ 
tion & offers from SPECTRUM - see 
PRESTEL page 600181 for full 
details. 


COMPUTER 

DEALERS 


(or prospective Computer dealers!) If, you 
would like to know more about becoming a 
SPECTRUM APPOINTED DEALER on an 
exclusive area basis, please write to MIKE 
STERN, Spectrum (UK) Ltd., Burrowfield, 
Welwyn Garden City, Herts, or telephone 
(07073) 34761 


January SUPER DEAL Offer) 

COMMODORE 64 


BUSINESS PACKAGE 


A complete business package based on the suc¬ 
cessful Commodore 64, including Sales/Invoicing 
and purchase ledger programs. All you need for a 
small business system that's extremely easy to 
understand and ready to run. 




Includes 

■ COMMODORE 64 

■ DISK DRIVE 

■ COLOUR MONITOR 

■ COMMODORE PRINTER 

■ PURCHASE LEDGER PROGRAM 

■ SALES LEDGER PROGRAM 

■ EASY SCRIPT PROGRAM 
Plus! 

■ FREE! GAMES DISK 
WITH SIX GAMES 


FOR THE SMALL BUSINESSMAN . . . this has to be the 
business computer opportunity of a lifetime! This 
superb, top-value package includes everything you 
need to set up your own powerful small business/home 
Micro system. 

There's the high-.power Commodore 64 computer 
with its huge 64K RAM memory built-in and brilliant 
graphics capability, with full colour. The system's com¬ 
pleted with a Commodore disk drive - store your entire 
filing system, accounts, sales records, etc. -plus tractor- 
feed printer, and a 1701 colour monitor. 

It really is tremendous package - at SPECTRUM'S 
incredible low price, it’s unbeatable! 


ALL THIS FOR ONLY 


95 


8991 

All items can be purchased separately - ask your 
local SPECTRUM dealer for price. 


FOR THE COMMODORE 64 HOME USER 


VIC 1452 Printer Plotter - Special January Offer... £99.99 

COMMODORE 64 with 4 FREE GAMES.£199.99 

SINGLE DISK DRIVE with FREE Easy Script 

and Future Finance programs.£230.00 

AZTEC Centronics Interface.£29.90 

VISCOUNT Cassette Interface.£12.95 

Plus! 100's of Software Titles now available. 


Not all stores carry every advertised item, please phone before making a Journey - prices correct at time of going to press E&OE 












































Sensational 


COMMODORE 

VIC-20 

Offers from Spectrum! 


BBC 




95 Including: 

FREE! ANY MULTIPACK 
AS LISTED BELOW 


SOFTWARE 

SALE 


Multipack I £19.98 
Omega Race, Voodoo 
Castle, Cosmic Crunch 
Avenger 

Multipack 2 £19.98 
Gorf, Adventureland, 
Raid on Fort Knox, 
_Mole Attack_ 

Multipack 3 £19.98 
Sargon Chess, The Count, 
Mission Impossible, 
Cosmic Cruncher 

Multipack 4 £19.98 
Sargon Chess, Pirate 
Cove, Rat Race, 
Super Lander 

Multipack 5 £19.98 
Omega Race, The Count, 
Menagerie, Mole Attack 

While stocks last. 


Viscount Cassette 

Interface.£12.95 

Alphacom 42 Printer with Vic 

20 Interface.£99.90 

Stack Light Pen.£28.75 

Plus 80 16K RAM.£37.99 

Viscount 64K RAM ... £69.95 
4 Slot Motherboard . £24.95 
Adman Chatterbox ... £49.95 
Zeta Joystick.£10.95 


COMMODORE 
1520 PRINTER 
PLOTTER 


ONLY 


99 ” 


STACK LIGHT RIFLE 


For Commodore 
64, VIC-20 & 

ZX Spectrum 



Available for the SPECTRUM. VIC 
20. and the COMMODORE 64 
(Arriving Now!), comes complete 
with 12 feet of cable and three 
exciting action software games including 'HIGH 
NOON SHOOTOUT" with full sound effects 


Model B Micro 

SPECTRUM £( 

PRICE 


399 


Sensational Offer for BBC Owners! 

OPUS 

DISK DRIVE 

for BBC Model ‘B* 



Now from SPECTRUM - a DISK DRIVE for the BBC at under £180. 

Compare this price with any other Disk Drive for the BBC and we're 
sure you'll agree that this really is terrific value for money - But 
HURRY! stocks are limited and are sure to sell fast - so get to your 
local SPECTRUM dealer NOW! 


SPECTRUM 
LOW PRICE 


189 


Other equipment 
for the BBC 


Including: 
MANUAL & 
UTILITIES 


DISC. 


Limited Offer! 

BBC Dual Disk 
Drive 

SAVE £53.85 

only £750.00 

Normal Price £803*85 

GRAF PAD Graphics Tablet.. 


BBC 

BUGGY 

£189.00 

Now available: 

RC DIGITAL TRACER 
for the BBC 
£55.50 


. £143.75 


PROLINK Joystick Interface.£9.95 

BIT-PRINT ZX Printer.£89.95 

BBC Single Disc Drive.£265.00 

BBC Disk Interface Kit (inc. fitting).£97.00 

Acorn Software Cassette-Based from.£9.95 

Acorn Disk-Based software.£11.50 

BBC Disk-Based software from.£9.95 

BBC BUGGY Spectrum Price.£189.00 

BBC Disk Manual & Utilities Disc.£34.50 

CRACK SHOT JOYSTICK Especially for the BBC - Spectrum Price £19.95 


Spectrum 

Price 


__ Including 3 
’•45 FREE Games 



Turn the page for more super 
offers from Spectrum • . 


Spectrum Computer Centres have no connection whatsoever with the ZX-Spectrum Computer manufactured by Sinclair Research Ltd. 

































































ATARI 600XL 



SHARP MZ-7II 


(MZ-700 Series Computer) 

FREE! 10 CASSETTE BASED GAMES 

The super new colour computer from SHARP. Now available in 
limited quantities - including 10 FREE CASSETTE BASED GAMES 


from SPECTRUM 


SPECTRUM 

PRICE 


249 ” 


SHARP PRINTER.£129.95 CASSETTE RECORDER £39 95 

SHARP MZ80A £399 


MEMOTECH 
MTX SI2 


SPECTRUM PRICE 



WITH FREE! 

BLANK DATA CASSETTE 
2 GAMES, HEAD CLEANER, 
DEMONSTRATION 
CASSETTE. 


Also available MTX 500 £275 
SOFTWARE 

• SUPER MINEFIELD • CONTINEN¬ 
TAL INVADERS • KILOPEDE • MATHS 
1 • PHYSICS 1 • FLIGHT SIMULATOR 

• CHESS • OTHELLO 


DRAGON 32 OFFER 


DRAGON PACK 
Including: 

DRAGON 32, Computer 
Cassette Recorder, Joys¬ 
ticks and Dragon Games 
Pack. 



ALL 
FOR 
ONLY 

Check with your local SPECTRUM dealer for price of seperate items 

DRAGON 64 £225.00 



1010 CASSETTE RECORDER.£49 99 

1050 DISK DRIVE £299.99 

1027 LETTER QUALITY PRINTER £299 99 

1020 PRINTER PLOTTER £199.99 


TEXAS 



TI-99/4A 

Exceptional value from SPECTRUM and 
representing probably the finest home micro 
computer value on the market today! - The 
TEXAS TI-99/4A is built to an extremely high 
standard and is highly recommended by 
SPECTRUM for its utter reliability. 

CHECK WITH YOUR 
LOCAL SPECTRUM 
DEALER FOR OUR 
SUPER LOW PRICE 

Wide range of software available for TEXAS from 
your local SPECTRUM dealer 


ACCESSORIES 


Cl2 DATA CASSETTES.£0.50 

Cl5 DATA CASSETTES.£0.58 

VISCOUNT SINGLE SIDED, DOUBLE DEN¬ 
SITY (10) (FOR APPLE, COMMODORE, 

ATARI, TANDY).£21.25 

VISCOUNT SINGLE SIDED, SINGLE 

DENSITY (10).£21.25 

VISCOUNT DOUBLE SIDED, DOUBLE DEN¬ 
SITY (10) (FOR SHARP SUPERBRAIN, etc.) 

.£33.81 

VISCOUNT SINGLE SIDED DOUBLE DEN¬ 
SITY 96 TRACK (10) (FOR NASCOM, COM¬ 
MODORE 8050, etc.).£51.36 

EMPTY DISK CASES (FOR 5V4 M DISKETrES) 

. ..£1.95 

DISK HEAD CLEANER KIT.£16.10 

TELEVISIONS 

12" T80 B&W PORTABLE.£59.95 

CTP3131 14" COLOUR PORTABLE . £229.95 
COMPUTER CASSETTE RECORDERS 

.from £27.50 

ZETA Joystick for ATARI, COMMODORE, 
VIC-20 & 64, SPECTRUM & ORIC 
.ONLY £10.95 


• 16K RAM expandable to 48K • Full-stroke, 
keyboard • Full sound with 3 Vi octave range • 
11 Graphic Display modes • Full colour (256 
Colours - 128 colours can be displayed at one 
time) Ask to see this super new micro at your 
local SPECTRUM dealer NOW! 

CHECK WITH YOUR LOCAL 
SPECTRUM DEALER FOR OUR 
SUPER LOW PRICE 

TOUCH TABLET, TRACK BALL £39.99 

SOFTWARE.£29.99 

DIG DUG.£29 99 

LONE RAIDER.£14.99 


ORIC-1 





ORIC-1 

48K Model 

CHECK WITH YOUR 
LOCAL SPECTRUM 
DEALER FOR OUR SUPER 
LOW PRICE 

SAVE £10.00 

ORIC-I I6K £99.95 

HALF PRICE OFFER! 

Bring a copy of this ad to your local SPECTRUM 
dealer when you purchase an ORIC-4 48K or 
16K and it will entitle you to purchase the 
following 4 titles of Software in a starter 
pack. 

SOFTWARE 

HOBBIT.£14.95 

ULTIMATE.£8.50 

DEFENCE FORCE.£7.95 

RATS PLAT.£7.95 

HOUSE OF DEATH.£9.99 

ORIC MUNCH.£7.95 

FLIGHT.£7.95 

CHESS.£9.99 


CUMANA 

DISK DRIVES 


FOR BBC 

CS100E.£217.35 

CS100.£244.95 

CS200E.£254.15 

CS200 .£881.75 

FOR DRAGON 

CDS250.£365.95 

CDS500.£401.80 

CDS1000.£503.95 

CDD500 .£557.60 


Spectrum Computer Centres have no connection whatsoever with the ZX-Spectrum Computer manufactured by Sinclair Research Ltd. 



























































































Everything you’ve ever wanted for your 

ZX SPECTRUM 

Superb ZX add-on’s from your local Spectrum dealer 


New & exclusive to Spectrum! 

INDESCOMP 

Superb quality add-on’s for the ZX SPECTRUM 




INDESCOMP 

KEYBOARD 

WITH FULLY 
ADJUSTABLE SOUND 



INDESCOMP 

SOUND AMPLIFIER 



ONLY £10.95 


INDESCOMP 



INDESCOMP 

JOY § 
STICK. 

INTER¬ 
FACE 



£ 14.45 


INDESCOMP 



DOMESTIC 

CONTROL¬ 

LER 


►.95 


INDESCOMP RS232 & CENTRONICS 
PRINTER INTERFACE.£49 .95 

ALPHACOM Thermal Printer for ZX 
SPECTRUM - NOW DOWN TO £59.95 


From RD Labs 
for the ZX 
Spectrum 

£54.50 



ZX SPECTRUM 
I6K 

£99.95 

ZX SPECTRUM 
48K 

£129.95 

Spectrum Computer Centres have no connec ti< 
whatsoever with the ZX-Spectrum Compute 
manufactured bv Sinclair Research Ltd 


VISCOUNT DISK DRIVE 


Now from SPECTRUM a Disk Drive for 
the ZX SPECTRUM. The VISCOUNT 
5V4" DISK DRIVE with interface 
system and 
complete with 
all leads. 



ONLY 

e 240 

DK TRONICS 
Dual Port Joystick Interface 

£14.95 


KEMPSTON 

Joystick 
Interface 

(Joysticks opt. extra) 

£15 

Joysticks with interface 
Centronics Interface... 



. £24.95 
. £45.00 



CURRAH 

Speech 

Synthesiser 

£ 29.50 


CHEETAH 

32K RAM 
Pack 

£39.95 


DK'TRONICS Keyboard 
DK'TRONICS Lightpen . 
STACKLIGHT Rifle with 
3 FREE GAMES . 



£44.00 

£19.50 

£29.45 


PRISM VTX f 000 

MODEM 



Now, yourZX SPECTRUM is your key to 
the world with the incredible PRISM 
VTX 5000 MODEM 
■ Versatile modem for ZX Spectrum (16K 
or 48K) versions ■ Slim design fits easily, 
matches your micro ■ Instant access to 
Prestel “ & Micronet 800 information ser¬ 
vices ■ Instant communication with other 
ZX Spectrum users ■ Use the Prism VTX 
5000 with a Sinclair printer - and print Pres- 
tel frames. Ask your local SPECTRUM dealer 
for further details - NOW! 

NORMAL PRICE £99.95 
SAVE £10.00 

£39.95 

LIMITED OFFER 


Sinclair ZX INTERFACE 2 

The new ROM Cartridge/Joystick interface. 
Loads programs instantly! Takes two joysticks! 
Just plug in and play. 

ONLY £19.95 

Plus! New ROM cartridge software. 


Turn the page for more super 
offers from Spectrum • . . 


Spectrum Computer Centres have no connection whatsoever with the ZX-Spectrum Computer manufactured by Sinclair Research Ltd. 































January SUPER-DEAL Offer! 

SEIKOSHA 

GPIOOA Mkl 1 


«• Printing speed 50 C.P.S. 

*1 Full Graphics capability 
W Double width character output under 
software control 

■ Centronics type parallel interface 
R Paper width is adjustable up to 10 
inches 


SPECTRUM 

LOW 

PRICE 


Value for money! 


FREE!" 

2000 Sheets ofQ 
^ T/F Paper ^ 


Other Printer Bargains 


SEIKOSHA GP100VC.£214.95 

SEIKOSHA GP100AS.£214.95 

SEIKOSHA GP-250X.£249.95 

EPSON FX-80.£495.95 

EPSON RX-80.£314.95 

EPSON RX-80 F/T.£366.85 

ALPHACOM 42 for VIC-20, Commodore 
64 , Dragon, Atari, BBC with required 

interface.£99.90 

ALPHACOM 32 for ZX Spectrum £58.95 


MICROLINE 


The exciting new 


Special 

Price 

Normal 

Price 

QUENDATA 

82A with RS-232 

£299.95 

£349.95 

60CPS Printer 

82A with Graphics 

£299.95 

£411.70 

£229.00 

Model 92 

£450 

£495 

Bit Print 24 for the BBC 

Model 83A 

£499.95 

£641.70 

£89.95 


SOFTWARE 

The Top sellers from leading British Software houses. 


Micro Dealer UK 
ZX SPECTRUM 


Legend "Valhalla”.£14.95 

Ultimate "Lunar Jet Man”.£5.50 

Ultimate "Atic man”.£5.50 

Bug Byte "Manic Miner".£5.95 

Quicksilva "3-D Ant Attack”.£6.95 

A&F “Chuckie Egg” £6.90 

CDS "Poor".£7.50 

Crystal " Hall of the Things".£7.50 

Ocean "Kong".£5.90 

Quicksilva "Games Designer" £14.95 

Imagine "Zzoom".£5.50 

Incentive “Splatt".£5.50 

New Generation "Corridors of 

Genon”.£5.95 

Quicksilva "Bugaboo".£6.95 

Ultimate "Jet Pac".£5.50 

Artie- “Dimension Destructors'" . £5.95 

Protek "Hunter Killer".£7.95 

Red Shift "Apocalypse" £9.95 

Ocean “Transversion".£5.50 

Ultimate “Tranz Am".£5.50 

Addictive Games "Football 

Manager".£6.95 

Quicksilva "Aquaplane”.£6.95 

Doric "Oracles Cave”.£7.95 

Artie "3-D Combat Zone” £5.95 

Hewson "3-D Space Wars”.£5.95 

COMMODORE 64 

Liamasoft “Hower Bower”.£7.50 

Liamasoft "Attack of the Mutant 
Camels".£7.50 


Melbourne House "Hungry Horace 


64"".£5.95 

interceptor " Siren City”.£7.00 

Games machine '"The fabulous Wanda 
and the secret or Life, the Universe and 

everything".£7.95 

Bubblebus "Exterminator”.£5.99 

Quicksilva "Purple Turtles".£7.95 

Ocean "Armagadden 64”.£6.90 

Melbourne House The Hobbit 

64”.£14.95 

interceptor “Vautex Raider".£7.00 

Liamasoft "Matrix 64".£7.50 

Anirog "H-expert”.£7.95 

Quicksilva "Quintic Warrior". . £7.95 

VIC-20 

Ultimate "Jet Pac".£5.50 

Liamasoft “Meta Galactic Llamas battle at 

the edge of time"!.£6.00 

Imagine "Bewitched”.£5.50 

Quicksilva "Skyhawk".£7.95 

Liamasoft "Matrix”.£6.00 

Interceptor "Crazy Kong”.£6.00 

Imagine "Arcadia”.£5.50 

BBC 

Software Invasion " Attack on Alpha 

Centauri".£7.95 

Psion "Saloon Sally”.£7.95 

DoctorSoft "Flight Simulator" . . £7.95 

Amcom “Space Highway”.£7.95 

Alligator "Bug Blaster".£7.95 

ORIC 

Softek "Dracula's Revenge'".£6.95 

UK Software " Zorgon's Revenge" . £8.50 
Martech “Harrier Attack”.£6.95 


DRAGON 32 


Softek "Ugh!". £8.*I 

J Maurice Micros "Maurice 

Minor".£7.95 

SUNSHINE 

Cruising (Dragon 32).£6.95 

Cruising (ZX Spectrum).£4.95 

Blind Alley (ZX Spectrum).£4.95 

Androids (ZX Spectrum).£5.95 

Galaxy Attack (ZX Spectrum 

48K) .£5.95 

Sword Fight (ZX Spectrum).£5.95 

MICRODEAL 

DRAGON 

The King. £8.00 

Space War. £8.00 

Defence. £8.00 

Alcatraz. £8.00 

Katerpillar Attack. £8.00 

Spacfe Monolopy. £8.00 

Mansion Adventure. £8.00 

SALAMANDER 

Franklin's Tomb (Dragon, BBC, 

Oric).£9.95 

Lost in Space (Dragon, BBC, 

Oric).£9.95 

737 Flight Simulator (BBC B) .. . £9.95 

Grid Runner (Dragon).£7.95 

Night Flight (Dragon).£7.95 

Dragon Trek (Dragon).£9.95 

Grand Prix (Dragon).£7.95 

Salamander Graphics System 

(Dragon) .£9.95 

Golf (Dragon).£7.95 

Wizard War (Dragon).£7.95 



MONITORS 


PHOENIX Amber (Normally £126.50). £81.91 

COMMODORE 1701 with sound. £230.00 

SANYO 14” Colour TV (ideal 


as a monitor). £229.95 

SANYO CDD 3I2SNB Colour Monitor. £285.35 
SANYO 12” Green Monitor. £99.95 


BOOKS 


GRANADA PERSONAL 
COMPUTING TITLES 

The ZX Spectrum and how to get the 


most from it. £5.95 

The Spectrum Programmer £5.95 

The Spectrum Book of Games £5.95 

Introducing Spectrum Machine 
Code £7.95 

The Apple II Programmer's 
Handbook £10.95 

Programming with Graphics £5.95 

The Dragon & how to make the 

most of it.£5.95 

Computing for the Hobbyist & 

small Business. £6.95 

Simple Interfacing Projects. . £6.95 

The BBC Micro: An expert 
guide £6.95 

Commodore 64 Computing. . £5.95 

The Oric-1 and how to get the 
most from it £5.95 


The Dragon 32 book of games £5.95 
Computer Languages and their 


uses £5.95 

Lynx Computing £6.95 

21 Games for tne BBC Micro . £5.95 

Choosing a Microcomputer £4 95 

Databases for fun & profit £5.95 

Introducing the BBC Micro £5.95 

SUNSHINE 

The Working Spectrum £5.95 

Functional Forth for the BBC £5.95 

The Working Dragon 32. £5.95 

Dragon 32 Games Master £5.95 

The Working Commodore 64 £5.95 

Commodore 64 Machine Code 
Master £6.95 

The Working Dragon.£5.95 

The Working Spectrum.£5.95 

The Working CBM 64 £5.95 

Dragon 32 Games Master £5.95 

and many more! 


Spectrum Computer Centres have no connection whatsoever with the ZX-Spectrum Computer manufactured by Sinclair Research Ltd. 



















































































































There’s a Spectrum Centre near you. • 


AVON 


DORSET 


LANCASHIRE 

Hayes Chipstop, 1000 Uxbridge Rd. 

Tel: (01) 573 2511 (Just Opening) 

SURREY 


Bath Software Plus, 12 York St 

Tel: (0225) 61676 

Bristol Brensal Computers Ltd., 

24 Park Row Tel: (0272) 294188 

Weston-Super-Mare K & K Computers, 
32 Alfred St Tel: (0934)419324 


BEDFORDSHIRE 

Bedford Stanad Ltd., 

115 Midland Rd. Tel: (0234) 49341 
Dunstable Dormans 7-11 Broad Walk 

Tel: (0582) 65515 

Leighton Buzzard The Computer Centre 
at Milton Keynes Music, 17 Bridge St. 

Tel: (0525)376622 

Luton Terry-More, 49 George St. 

Tel: (0582) 23391/2 

BERKSHIRE 

Reading David Saunders, 8 Yield Hall 
Place Tel: (0734) 580719 

BUCKINGHAMSHIRE 

Bletchley Rams Computer Centre, 

117 Gueensway. Tel: (0908) 647744 
Chesham Reed Photography & Computers, 
113 High St. Tel: (0494) 783373 

CAMBRIDGESHIRE 

Cambridge K P Computers Ltd. 

19/20 Market St. Tel: (0223) 312240 
Peterborough Peterborough Communica¬ 
tions, 91 Midland Rd. Tel: (0733) 41007 

CHANNEL ISLANDS 

Guernsey Gruts, 3-5 The Pollett, 

St Peter Port. Tel: (0481) 24682 

Jersey Audio & Computer Centre. 

7 Peter St, St Helier. Tel: (0534) 74000 

CHESHIRE 

Altrincham Mr Micro 28 High St. 

Tel: (061) 941 6213 

Chester Oakleaf Computers Ltd. 

100 Boughton Tel: (0244) 310099 

Crewe Microman Unit 2, 

128 Nantwich Rd. Tel: (0270) 216014 
Macclesfield Camera & Computer Centre 
118 Mill St. Tel: (0625) 27468 

Northwich Camera & Computer Centre. 

3 Town Square Tel: (0606) 45629 
Stockport Wilding Ltd. 

1 Little Underbank Tel: (061) 480 3435 
Warrington Wildings, 111 Bridge St. 

Tel: (0925) 38290 

Widnes Computer City, 78 Victoria Road. 
Tel: (051) 420 3333 

Wilmslow Swift of Wilmslow, 4-6 St. 
Annes Parade. Tel: (0625) 526213 

CLEVELAND 

Middlesborough McKenna & Brown, 

206 Linthorpe Rd. Tel: (0642) 222368 

CORNWALL 

St Austell A B & C Computers, Duchy 
House, 6 Lower Aylmer Sq. 

Tel: (0726) 67337 

CUMBRIA 

Barrow-in-Furness Barrow Computer 
Centre. 96 Church St. Tel: (0229) 38353 
Carlisle The Computer Shop, 56-58 
Lowther St. Tel: (0228) 27710 

Penrith Penrith Communications, 

14 Castlegate. Tel: (0768) 67146 

Open Mon-Fri till 8pm 

Whitehaven P D Hendren 15 King St. 

Tel: (0946) 2063 

DERBYSHIRE 

Alfreton Gordon Harwood 69-71 High 

St. Tel: (0773) 832078 

Chesterfield The Computer Centre, 

14 Stephenson Place Tel: (0246) 208802 
Derby C T Electronics, at Camera Thorpe, 
The Spot Tel: (0332) 360456 

DEVON 


Exeter Seven Counties (Computers) Ltd., 7 

Paris Street. Tel: (0392) 211212 

Exmouth Open Channel, 30 The Strand. 

Tel: (0395) 264408 

Plymouth Syntax Ltd., 76 Cornwall 

St. Tel: (0752) 28705 

Tiverton Actron Micro Computers, 

37 Bampton St. Tel: (0884) 252854 
Torquay Devon Computers, 8 Torhill Rd., 
Castle Circus. Tel: (0803) 526303 


Bornemouth Lansdowne Computer Centre 
1 Lansdowne Crescent. Tel: (0202) 20165 


DURHAM 

Darlington McKenna & Brown, 

102 Bondgate. Tel: (0325) 459744 

ESSEX 

Basildon Godfrey’s 28-32 East Walk, 

Tel: (0268) 289379 

Basildon Godfrey’s Computer Centre, 5 
Laindon Main Centre Laindon. Tel: (0268) 
416747 

Chelmsford Maxton Hayman Ltd., 

5 Broomfield Rd. Tel: (0245) 354595 
Colchester Colchester Computer Centre. 
16 St. Botolphs St. Tel: (0206) 47242 
Grays H Reynolds. 79 Orsett Rd. 

Tel: (0375) 5948 

Ilford Woolfmans, 76 Ilford Lane. 

Tel: (01) 478 1307 

Loughton Micro & Movie Channel 

309 High Rd. Tel: (01) 508 1216 

HAMPSHIRE 

Aldershot David Saunders, 51 Station 

Rd., Tel: (0252) 20130 

Andover Andover Audio, 105 High St. 

Tel: (0264) 58251 

Basingstoke Fisher’s, 2-3 Market 

Place. Tel: (0256) 22079 

Portsmouth Cygnus Computers Ltd. 

261 Commercial Rd., Tel: (0705) 833938 
Portsmouth (Waterlooville)G B 
Microland, 7 Queens Parade. 

Tel: (07014) 59911 

Southampton RJ Parker & Son Ltd., 

11 West End Rd., Bitterne. 

Tel: (0703) 445926 

Winchester Winchester Camera & 
Computer Centre. 75 Parchment St. 

Tel: (0962) 53982 

HEREFORD 

Hereford Melgray Hi-Tech Ltd , 

49 Broad St. Tel: (0432) 275737 

HERTFORDSHIRE 

Borehamwood Master Micro, 

36 Shenley Rd. Tel: (01) 953 6368 

Hitchin Camera Arts (Micro Computer 
Division), 68A Hermitage Rd., 

Tel: (0462) 59285 

Potters Bar The Computer Shop, 

197 High St. Tel: (0707) 44417 

St Albans (Herts) Clarks Computer 

Centre 14-16 Hollywell Hill. 

Tel: (0727) 52991 

Stevenage D J Computers, 11 Town 
Square. Tel: (0438) 65501 

Watford SRS Microsystems Ltd., 94 The 
Parade, High St. Tel: (0923) 26602 

Welwyn Garden City D J Computers, 40 
Fretherne Rd., Tel (07073) 28435/28444 

HUMBERSIDE 

Beverley Computing World, 10 Swaby’s 
Yard Dyer Lane. Tel: (0482 881831 
Grimsby RC Johnson Ltd., 22 Friargate, 
Riverhead Centre. Tel: (0472) 42031 

Hull The Computer Centre, 

26 Anlaby Rd. Tel (0482) 26297 

ISLE OF MAN 

Douglas T H Colebourn Ltd., 

57-61 Victoria St. Tel: (0624) 3482 
(Just Opening) 

ISLE OF WIGHT 

Cowes Beken & Son. 15 Bath Rd. Tel: 
(0983) 297181 

KENT 


Canterbury Kent Micro Systems, Conquest 
House, 17 Palace St. Tel: (0227) 50200 
Dover Kent Photos & Computers, 4 King St. 
Tel: (0304) 202020 

Orpington Ellis Marketing Ltd., 25 Station 
Sq. Petts Wood. Tel: (0689) 39476 
Rainham Microway Computers Ltd., 39 
High St. Medway Towns. 

Tel: (0634) 376702 
Sevenoaks Ernest Fielder Computers, 
Dorset St. Tel: (0732) 456800 
Sittingbourne Computers Plus, 65 High St. 
Tel: (0795) 25677 

Tunbridge Wells Modata Computers Ltd. 
28-30 St Johns Rd. Tel: (0892) 41555 


Accrington PV Computers, 

38A Water St. Tel: (0254) 36521/32611 
Blackburn Tempo Computers, 9 Railway 
Rd. Tel: (0254) 691333 
Burnley IMO Computer Centre, 39/43 
Standish St BB11 1AP Tel: (0282) 54299 
Bury (Lancs) Micro-North, 7 Broad St. 

Tel: (061) 797 5764 
Preston Wilding’s, 49 Fishergate. 

Tel: (0772) 556250 


LEICESTERSHIRE 


Leicester Youngs, 40/42 Belvoir St. 

Tel: (0533) 544774 

Market Harborough Harborough Home 
Computers, 7 Church St. 

Tel: (0858) 63056 


LINCOLNSHIRE 


Grantham Oakleaf Computers Ltd. 121 
Dudley Rd. Tel: (0476) 76994/60000 
Lincoln MKD Computers, 24 Newlands, 
Tel: (0522) 25907 


LONDON 


E6 Percivals, 85 High St. North, East Ham. 
Tel: (01) 472 8941 

E8 McGowans, 244 Graham Rd„ Hackney. 
Tel: (01) 533 0935 

EC1 Sidney Levy, 17-19 Leather Lane. 

Tel: (01) 242 3456 

EC2 Devron Computer Centre, 155 Moorgate 

Tel: (01) 638 3339/1830 

N14 Logic Sales, 19 Broadway, The Bourne, 

Southgate. Tel: (01) 882 4942 

N20 Castlehurst Ltd. 1291 High Rd. 

Tel: (01) 446 2280 

NW4 Da Vinci Computer Store, 112 Brent 
St., Hendon Tel: (01) 202 2272 
SE1 Vic Odden’s 6 London Bridge Walk. 
Tel: (01) 403 1988 

SE9 Square-Deal, 373-375 Footscray Rd., 

New Eltham. Tel: (01) 859 1516 

SE11 Gatwick Computers, 328 Kennington 

Park Rd. Tel: (01) 587 0336 

Adjacent to Oval Tube 

SE15 Castlehurst Ltd., 152 Rye Lane, 

Peckham. Tel: (01) 639 2205 

SE25 Ellis Marketing, 79 High St., South 

Norwood. Tel: (01) 653 4224 

SW6 Chelsea Micros Ltd., 14 Jerdan Place. 

Next to Fulham B/way. 

Tel: (01) 385 8494 

SW16 Buffer Micro Shop, 310 Streatham 
High Rd. Tel: (01) 769 2887 
SW19 Emcom, 31 High St., Wimbledon. Tel: 
(01) 947 7678 

W1 Computers of Wigmore St., 87 Wigmore 
St. Tel: (01) 486 0373 
W1 GK Photo & Computers, 92-94 Wardour 
St. Tel: (01) 437 0182 
W1 Devron, 4 Edgware Rd. 

Tel: (01) 724 2373 
W1 Sonic Foto & Micro Centre, 256 
Tottenham Court Rd. Tel: (01) 580 5826 
W1 Computer Plus, 219 Regent St. 

Tel: (01) 437 1071/4 
W7 TK Electronics, 11/13 Boston Rd., 
Hanwell. Tel: (01) 579 2842 
WC2 City Camera Exchange, 115 Kingsway 
Tel: (01) 405 0446 



Bolton Wilding Ltd., 23 Deansgate. 

Tel: (0204)33512 

Hyde Pase, 213-215 Market St. 

Tel: (061) 366 5935 

Manchester Lomax Ltd., 8 Exchange St. 
St. Ann's Square. Tel: (061) 832 6167 
Oldham Home & Business Computers Ltd., 
54 Yorkshire St. Tel: (061) 6331608 
Rochdale Home& Business Computers, 75 
Yorkshire St. Tel: (0706) 344654 
Swlnton Mr Micro Ltd., 69 Partington Lane. 
Tel: (061) 728 2282 
Late Night Friday 

Wigan Wilding Ltd., 11 Mesnes St. 

Tel: (0942) 44382 


MERSEYSIDE 


Birkenhead Fairs Cameras & Hi-Fi, Dacre 
Hill, Rock Ferry. Tel: (051) 645 5000 
Heswall Thornguard Computer Systems, 
46 Pensby Rd. Tel: (051) 342 7516 
Huyton Ian Houghton 5 Huyton Hey Rd. Tel: 
(051) 489 5785 

Liverpool Beaver Radio, 20-22 White¬ 
chapel. Tel: (051) 709 9898 

Liverpool (Aintree) Hargreaves, 31-37 
Warbreck Moor. Tel: (051) 525 1782 
Southport Central Computers, 575 Lord St. 
Tel: (0704) 31881 

St Helens Studio 55, 55 Ormskirk St. 

Tel: (0744) 39496 


MIDDLESEX 


Edgware Breaker 1-4, 130 High St. 

Tel: (01) 952 7488/8860 

Harrow Camera Arts, (Micro Computer 

Division) 24 St Annes Rd. 

Tel: (01) 427 5469 


Tel: (01) 977 4716 

Uxbridge J K L Computers, 7 Windsor St. 
Tel: (0895) 51815 


NORFOLK 

Fakenham Fastview, 12 Norwich Rd. 

Tel: (0328) 51319 

Norwich Sound Marketing, 52 St. 
Benedicts St. Tel: (0603) 667725 
Thetford C B & Micros, 21 Guidhall St. 
Tel: (0842) 61645 

NORTHAMPTONSHIRE 

Northampton Dormans, 22 Princes Walk 
Grosvenor Centre. Tel: (0604) 37031 

NOTTINGHAMSHIRE 

Nottingham Cameo Computer, 8/9/10 
Trinity Walk. Tel: (0602) 742912 
Nottingham Jacobs Computers, 13 
Middlegate Newark. Tel: (0636) 704873 
(Just Opening) 

Worksop Computergraphix, 132 Bridge St. 
Tel: (0909) 472248 

NORTHERN IRELAND 

Belfast Arthur Hobson Ltd., 37 Great Vic¬ 
toria St. Tel: (0232) 246336 

Co Armagh Pedlows, 16 Market St., 
Portsdown Craigavon. Tel: (0762) 332265 
Londonderry Foyle Computer Systems, 3 
Bishop St. Tel: (0504) 268337 

Newry Newry Computer Centre. 34 
Monaghan St. Tel: (0693) 66545 

OXFORDSHIRE 

Abingdon Ivor Fields Computers, 21 Sturt 
St. Tel: (0235) 21207 

Banbury Computer Plus, 2 Church Lane. 
Tel: (0295) 55890 

Henley-on-Thames Family Computers 
Ltd., 40A Bell St. Tel: (0491) 575744 
Oxford Ivor Fields, 7 St Ebbes St. 

Tel: (0235) 21207 

SCOTLAND 

Aberdeen North East Computers, 1-3 Ellis 
St., Peterhead. Tel: (0779) 79900 

Ayr Vennals, 6A New Bridge St. 

Tel: (0292) 264124 

Dumfries Vennals, 71 English St. 

Tel: (0387) 54547 

Edinburgh The Silicon Centre, 6-7 Antigua 
St. Tel: (031) 557 4546 

Glasgow Victor Morris Ltd., 340 Argyle St. 
Tel: (041) 221 8598 

Hamilton Tom Dickson Computers, 8-12 
Cadzow St. Tel: (0698) 283193 
Kilmarnock Vennals, 49 Foregate. 

Tel: (0563) 32175 

Kircaldy Kirkaldy Photographic Services, 
254E High St., Fife. Tel: (0592) 204734 
Stirling R Kilpatrick, 58 Port St. 

Tel: (0786) 5532 

SHROPSHIRE 

Shrewsbury Computerama, 13 Castlegate. 
Tel: TBA 

Telford Computer Village, 4 Hazeldine 
House Telford Town Centre. Tel: (0952) 
504666 

SOMERSET 

Taunton Grays, 1 St James St. 

Tel: (0823) 72986 

STAFFORDSHIRE 

Stafford Computerama, 59 Forgate St 

Tel: (0785) 41899 

Stoke-on-Trent Computerama, 11 Market 
Square Arcade Hanley. 

Tel: (0782) 268620 

SUFFOLK 


Bury St Edmunds Bury Computer 
Centre, 11 Guildhall St. 

Tel: (0284) 705772 

Felixstowe KM Communications Ltd.,4 
Manning Rd. Tel: (0394) 271113/273459 
Ipswich Brainwave, 24 Crown St. 

Tel: (0473) 50965 

Lowestoft John Wells, 44 London Rd North. 
Tel: (0502) 3742 


Camberley Camera Arts (Micro Computer 
Division), 36 High St. Tel: (0276) 65848 
Chertsey Chertsey Computer Centre, 1 
Windsor St. Tel: (09328) 64663 
Croydon Classic Cameras 16 St. Georges 
Walk. Tel: (01) 686 2012 
Frimley Micro & Telex Services Ltd., 105 
Mytchett Rd. Tel: (0252) 513282/513215 
Hasiemere Haslemere Computers, 25 
Junction PI. (Adj. Rex Cinema) 

Tel: (0428) 54428 

New Malden Surrey Micro Systems, 31 
High St. Tel: (01) 942 0478 
Richmond Crest Computer Services, 8 Hill 
St. Tel: (01) 940 8635 
Wallington Surrey Micro Systems Ltd., 53 
Woodcote Rd. Tel: (01) 647 5636 
Woking Harpers, 71-73 Commercial Way 
Tel: (04862) 25657 


SUSSEX 


Bexhill-on-Sea Computerware, 22 St 
Leonards Rd. Tel: (0424) 223340 
Crawley Gatwick Computer Services, 62 
Boulevard. Tel: (0293) 37842 
Littlehampton Allan Chase Ltd., 39 High 
St. Tel: (09064) 5674/4545 


TYNE & WEAR 


Newcastle-on-Tyne Newcastle Camera & 
Computer Mart, 16 Northumberland Court 
Tel: (0632) 327461 


WALES 


Aberdare Inkey Computer Services Ltd. 70 
Mill St. The Square Trecynon. 

Tel: (0685) 881828 

Aberystwyth AberData at Galloways, 23 
Pier St. Tel: (0970) 615522 
Cardiff Randall Cox, 18-22 High St Arcade 
Tel: (0222) 31960 

Llandudno (Gwynedd) Computer Plus Dis¬ 
count, 15 Clomnel St. Tel: (0492) 79943 
Newport (Gwent) Randall Cox, 118 
Commercial St. Tel: (0633) 67378 
Pembroke Randall Cox, 19 Main St. 

Tel: (064) 682876 

Port Talbot Micro Gen, 6 Royal Buildings 
Talbot Rd. Tel: (0639) 887730 
Wrexham T E Roberts, 26 King St. 

Tel: (0978) 364404/364527 


WARWICKSHIRE 


Leamington Spa 1C Computers, 43 Russell 
St. Tel: (0926) 36244 
Rugby The Rugby Micro Centre, 9-11 
Regent St. Tel: (0788) 70522 


WEST MIDLANDS 


Birmingham Sherwoods, Gt Western 
Arcade. Tel: (021) 236 7211 
Coventry Greens, 22 Market Way 
Tel: (0203) 28342 

Dudley Central Computers, 35 Church Hill 
Precinct. Tel: (0384) 238169 
Erdington The Gamekeeper Grand Fare, 
High St. Tel: (021) 384 6108 
West Bromwich Bell & Jones, 39 Dueens 
Square. Tel: (021) 553 0820 


WILTSHIRE 


Salisbury Whymark Computer Centre, 20 
Milford St. Tel: (0722) 26688 


WORCESTER 


Kidderminster Central Computers, 20-21 
Blackwell St. Tel: T.B.A. 

Worcester David Waring Ltd., 1 Marmion 
House High St. Tel: (0905) 27551 


YORKSHIRE 


Bradford Erricks, Fotosonic House Rawson 
Square. Tel: (0274) 309266 
Dewsbury Home & Business Computers 
59 Daisy Hill. Tel: (0924) 455300 
Doncaster The Soft Centre 8 Oueensgate 
Waterdale Centre Tel: (0302) 20088 
Huddersfield Richards (Formerly Lauries) 
12 Oueen St. Tel: (0484) 25334 
Leeds Bass & Bligh, 4 Lower Briggate. 

Tel: (0532) 454451 

Sheffield Superior Systems Ltd., 178 West 
St. Tel: (0742) 755005 
York York Computer Centre 7 Stonegate 
Arcade. Tel: (0904) 641862 


Not all stores carry every advertised item, please phone before making a Journey - prices correct at time of going to press E&OE 
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Phoenix Software: Spangles House, 116 Marsh Rd.Pinner, Middlesex 01868 3353 











You can all stop holding your breath now! The 
moment you've all been waiting for has ar¬ 
rived. Yes, we're ready to announce the M 
winners of our Computer and Video Comes 
1 983 Golden Joystick Awards. 

rds that we hope Jp* 


Ihese are the awa 
will become a symbol of excellence in 
the software industry — a measure of a 
good software company and good pro- 

ducts - SB 

We know that many software houses 
work hard producing top quality software 
and provide good after sales service to 
their customers. 

This is what Computer and Video Gomes h 
hopes to reward by asking you, our read¬ 
ers, to vote for your top game and j 
favourite software house — among other 
categories! 

Since we first announced our Golden v 
Joystick Awards several other award ^ 
schemes have sprung up — but accept no 
substitutes, C&VG's joysticks truly reflect 
popular support for a game or software 
house because YOU have chosen the win¬ 
ners. ||n V 

Throughout the year the C&VG office has 
been flooded with nominations for our va¬ 
rious Golden Joystick Awards. A large 
variety of personal tastes and personal ’ 
preferences came to light as we analysed 
the results — proving that one person's 
favourite game was another person's 
bowl of cold porridge! 

Literally hundreds of games for all the 
popular micros were nominated. But despite 
the number of home computers on the market 
— and the amount of software around — all our 
award winners were clearly head and shoulders 
above their competitors. 

All the Golden Joystick Awards were presented 
at a special dinner held in London. Representa¬ 
tives from all the top software houses were ^ 
there to see Radio One DJ and computer- 
buff Dave Lee Travis present the Golden * * 

















TERRAHAWKS 

WINNERS! 


LEGGIT FOR MORE LEGGITS! 


What’s happened to all you eager Atari 
owners in the Portsmouth and South¬ 
ampton areas? 

We’ve still got some free Leggit tapes 
to give away, courtesy of Imagine Soft¬ 
ware and, to give everyone a fair 
chance — we’ve decided to go nation¬ 


wide and offer the tapes to all of you! 

So, calling all owners of the Atari 
400/800 and 600XL, fill in the coupon 
below and rush it back to us — it’s first 
come, first served « and the first ones 
into the C&VG office will be the lucky 
winners. 

Send in your coupon, marked Leggit, 
to Computer & Video Games, 8 Herbal 
Hill, London, EC1R 5EJ. 


Flaming Thunderbolts! When we 
announced our Terrahawks contest we 
never realised we’d start an invasion of 
letters and postcards which almost 
swamped the C&VG offices! 

We had to call in Tiger Ninestien, 
Kate Kestrel, Zero and the rest of the 
Terrahawks team to help us get through 
the mounds of mail. 

They managed to come up with two 
winners out of the pile and very soon 
Miss C. V. Gibson of Lancashire and 
Donald Glose from London will be the 
lucky owners of a Philips G7000 video 
games centre complete with Terra¬ 
hawks cartridge! Your prizes are on 
their way. 


Address 


No sooner had we cleared the giant pile 
of Terrahawks mail another huge flood 
of competition entries swamped the 
office — this time it was Pot the Black 
which caused all the excitement! 

We asked you to help Freddy Frink- 
le, the man with the Golden Cue, clinch 
the world snooker championship by 
solving an a-maze-ing snooker puzzle. 

And hundreds of you took us at our 
word. After we called in a JCB earth- 
mover to help us get through the mail, 
we finally managed to pick our 25 win¬ 
ners of Snooker games tapes, auto¬ 
graphed by Snooker star Steve Davis 
and produced by new software house 
Visions. 

We asked you to solve a maze and 
also if there could ever be a “break” of 
162 in a game of snooker. And the 
answer is yes. 

Here’s how it works. Your opponent 
gives you a 159 start. You break off with 
a foul shot which gives your opponent 
four points, but leaves him snookered. 
He nominates a colour for red, pots that 
for 1 and black for 7 then scores 147 —- 
the normal maximum break in snooker. 
He then wins the toss, pots the re¬ 
spotted black making a total “break” of 
162. Simple when you know how! 
SPECTRUM 

John Chalmers, Birmingham. D. J. Hawkes, Wednes- 
bury, W. Midlands. Justin Williams, Bowdon, 
Cheshire. Richard Burden, Litchfield, Staffs. David 
Booth, Sheffield. 

BBC B 

John Abbott, Cookridge, Leeds. B. Johns, South¬ 
ampton. J. Walker, Ramsgate. K. Wotstenholme, 
Manchester. Simon Campbell, Harrow. 

COMMODORE 64 

R. Lakhani, Tooting, London. Craig Pope, Hinckley, 
Leics. T. A. Scott, Cheltenham, Glos. Andrew Forrest, 
Hyndburn, Lancs. D. M. Allan, Otford, Kent. 

ELECTRON 

Andrew Shaw, Halifax, W. Yorks. Adam Ruddle, Bret- 
ton, Peterborough. Thomas Frawley, Coventry, W. 
Midlands. H. Borroughs, Wokingham, Berks. Philip 
Parrick, Greenock, Scotland. 

ViC 20 

Simon Carter, Rugby, Warks. Scott Walsh, 8atley, W. 
Yorks. R. A. J. Jabber, Wirral, Cheshire. J. M. 
Seddon, Bolton. Nicholas Sharp, Penrith, Cumbria. 


HANDS ACROSS THE WATER 


You’ve probably noticed from our Mail- 
bag pages that Computer and Video 
Games refreshes the parts of the world 
that other computer magazines just can’t 
reach. And recently a few of our over¬ 
seas readers have been asking for a 
competition which runs for a bit longer 
than just a month to give them a chance 
to enter. 

Many of our overseas readers don’t 
get their issue of C&VG until well after 
the rest of you simply because of the 
vast distances involved. So we’ve de¬ 
cided to run a competition just for them. 

OK overseas C&VG fans here’s what 
we want you to do. Send us a good 
games program —- that’s all. We know 
there must be some great games writers 
lurking in the far flung corners of the 
world — and we want to find you! Make 
the game as original as possible —- 
that’s our usual plea to programmers —~ 
but we’re always interested in a top 
quality conversion of an arcade 
favourite or computer game. 


We’ve got three Sinclair Spectrum 
computers up for grabs, plus some soft¬ 
ware from C&VGs vaults thrown in, for 
the top three programs selected by our 
team of reviewers. Runners-up will re¬ 
ceive Computer and Video Games Year 
Books and The Champ t-shirts. 

The winning programs will be pub¬ 
lished in C&VG and you could find 
youself receiving an extra £25 if we vote 
your program a Game of the Month. All 
the programs we receive will be consi¬ 
dered for publication. The closing date 
for the competition is July 16th 1984 — 
so you’ve got plenty of time to think 
about a program and get your entry off 
to us. Please fill in the coupon below 
and send it to Computer and Video 
Games, Overseas Readers Competition, 
Durrant House, Herbal Hill, London 
EC1R 5EJ. 

Remember, this contest is only open 
to C&VG readers who live in Europe, 
Australia, New Zealand, Hong Kong —- 
anywhere outside the British Isles! 


OVERSEAS READERS COMPETITION 


Name . 
Address 


Name of program . Machine it runs on 

Any add-ons, extended basic, expanders etc? . 

Any other information. 


Would the winners of the Atari/Dix¬ 
ons competition, featured in the June 
issue of C&VG, please get in touch 
with Clare Edgeley on 01-278 6556? 

There are five winners in Trevor 
Truran’s Ostentatious Pyrotechnics 
competition featured in the Novem¬ 
ber issue of C&VG. All five winners 
have been announced in the January 
84 issue — would they please get in 
touch with Clare on the same tele¬ 
phone number? 
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THE HOME COMPUTER SPECIALISTS 
ONE STOP SHOPPING FOR ALL YOUR COMPUTER 
NEEDS 


BBC _ 

J MODELB 

MICRO !■ 

1 £399 

Qz commodore 

£199.00 

DRAGON 32 

£155.00 

ORIC-l 

£139.00 

SHARP 

48K MZ-80A 

£399.00 

ELECTRON £199.00 


SOFTWARE 

LLAMASOFT 

EPYX 

INFOCOM 

INTERCEPTOR 

ON-LINE 

DATASOFT 

BRODERBUND 

RABBIT 

SUPERSOFT 

ABRASCO 

COMPUTER ROOM 


PERIPHERALS 

DISCS SINGLE/DUAL 
TORCH Z80 DISCS 
CUMANA DISCS 
PRINTERS 
JOYSTICKS 
MONITORS 

B&W/COLOUR 
LIGHT PENS 
BBC BUGGY 


LARGE RANGE OF BOOKS, 
DISKETTES, CASSETTES & 
PRINTER PAPER ALWAYS 
IN STOCK 


Easy parking at all branches 

TOLWORTH 

230 Tolworth Rise South 
Tolworth, Surbiton, 

Surrey KT5 9NB. 

01-337 4317 

SUTTON 

30 Station Road 
Belmont, Sutton, 

Surrey SM2 6BS. 

01-642 2534 

EALING 

114 Gunnersbury Ave 
Ealing, 

London W5 4HB. 

01-992 5855 

RICKMANSWORTH 

Greystone Works 

The Green, Croxley Green, 

Rickmansworth, 

Herts WD3 3AJ. 

(0923) 779250 

MILTON KEYNES 

Unit 1, Heathfield, 

Stacey Rushes, 

Milton Keynes MK12 6HP. 

(0908) 317832 

LUTON 

1 Manor Road, 

Caddington, 

Luton Beds LU1 4EE. 

(0582) 458575 




100% machine code, fast, 
smooth, hires arcade action. 

Kempston, cursor key, joystick 
or keyboard operation. Games 
available direct £5.95 inc. 
p. + p. 24 HOUR DESPATCH, 
or from good software outlets. 

Trade enquiries invited. Good 
programs always wanted. 

M9©i©MAINI)A 

14 LOWER HIllL ROAD, EPSOM, SURREY KT19 8LT 


REVENGE 


ANY SPECTRUM. Full arcade features; realistic gobbling, 
four coloured ghosts, dot and power pods, very intelligent 
chasing/running ghosts, eat blue ghosts for bonuses, 
tunnel, normal or INVISIBLE maze, 10 different select¬ 
able levels. 100% machine code action, excellent fast 
graphics, sound effects and tunes. 


48K SPECTRUM ONLY—The 
treasures of TUTANKHAMUN 
are awesome—but so are the 
creatures that guard them. 
Explore the pharaoh's tomb 
which is a very large series of 
scrolling mazes separated by 
locked doors. You have a 
limited time to unlock the doors 
with the keys, and escape with 
the treasure. Luckily you are 
armed with lazers’and smart 
bombs as you will have to face 
a horde of guardian cobras, 
spiders, skulls, monsters and 
mummies. TUTANKHAMUN is 
what you'd expect from Micro¬ 
mania—fast, furious arcade 
action-packed full of arcade 
features: 100% machine code, 
fast, smooth, hires arcade 
action; tomb is over 40 
"screens" long, opening doors, 
keys, treasures, maps, level 
selection, sound effects and 
tunes. 


CVBDTRDn 


The fastest, meanest robot shoot-out game ever. Based 
on the arcade gaine that made Defender look tame, 
CYBOTRON is impossible to beat—only speed and skill 
can save you from the chaotic robots. Packed full of 
features. Four types of robots, bombs, multi-directional 
plasma lazers, up to 50 robdtson screen. 100% machine 
code, a game that will test your reactions to the limit. ANY 
SPECTRUM. ; . . . 

keyboard only operation 


SPECTRUM EAMES 


GHOST'S 


Brrr! Deep in the confines of the 
frosty blue maze Pengy is pushing 
his way out of trouble. Pengy'sfro- 
zen wasteland is a random maze 
constructed of blue ice blocks 
raided by the dreaded Sno-bees. 
The sno-bee's sting is deadly, but 
Pengy can retaliate by squashing 
them with the ice blocks that he 
pushes around. Pengy is based 
on one of this year's arcade 
successes, and this version 
captures all the action and addic¬ 
tion of the original. Packed full.of 
features, super smooth graphics, 
flashing and bonus blocks, double 
score bonuses, dizzy bees, and 
hours of entertainment 
ANY SPECTRUM. 
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GAMES NEWS 



NO EASY 
ESCAPE FROM 
SCARTHORPE! 


URBAN UPSTART 


Tired of fighting Ores or explor¬ 
ing futuristic alien cities. Do you 
yearn for some 20th century 
adventure? 

Urban Upstart is an adventure 
set in a present day inner city 
area called Scarthorpe. "A town 
so tough that even the dogs 
carry flick knives. The sort of 
town where rebuilding means a 
coat of paint and where people 
queue up to queue up for a job." 
Or so says the advertising blurb 
at any rate. 

You play the part of a street¬ 
wise kid who's trying to escape 
the horrors of violence and de¬ 
privation in Scarthorpe, but 
escaping from the town is no 
easy task. Crazed muggers and 
corrupt policemen lurk around 
every street corner. Every loca¬ 
tion has a graphic display of the 
scene, ranging from a hospital to 
a building site. 

If the secret police get too 
much, you can always save a 
game on tape and put your base¬ 
ball bat down and have a rest. 

The game runs on a 48K Spec¬ 
trum and is available from 
Richard Shepherd Software at an 
asking price of £6.50. 

GOOD NEWS 
FOR NEW 
WILLY FANS! 


MINER WILLY 


Miner Willy, the hero of Bug 
Byte's top selling Manic Miner, is 
shortly to be starring in a version 
of the game for the 64. 

The game has been taken over 
by a new company set up by 
Matthew Smith — the author of 
the Spectrum version. His Soft¬ 
ware Projects company will now 
be marketing the game. 

When the 64 version goes on 
sale, Software Projects will be 


announcing details of a competi¬ 
tion, with a super prize for the 
first person to complete all the 
levels of the game. 

Conversions from Spectrum to 
64 are proving to be some of the 
most successful — and Software 
Projects are confident that the 
Commodore version of Miner 
Willy's adventures retains all the 
features of the Spectrum version. 

Further good news for Willy 
fans is that the latest word com¬ 
ing out of Liverpool is that Manic 
Miner Part II is well into produc¬ 
tion. 


piler. The beauty of Scope is that 
it allows you to enter your game 
ideas in plain English words 
which it then miraculously com¬ 
piles into machine code instruc¬ 
tions. 

The makers of the game stress 
that Scope was specifically de¬ 
signed as a graphics language to 
create games comparable with 
professionally produced soft¬ 
ware! Even the youngest of chil¬ 
dren can use it with ease. 

Scope is produced by Interac¬ 
tive Software for the Commodore 
64 and should retail at around 
£14.95. 



SCOPE FOR 

ARCADE 

ACTION 


SCOPE 64 


If you like the sound of writing 
fast arcade games without the 
slightest knowledge of machine 
code, then read on. 

Scope is a new, simple 
graphics programming language 
available for the Commodore 64. 
The game, its makers claim, is 
designed for writing fast arcade- 
style games without headaches. 

SCOPE stands for Simple Com¬ 
pilation of Plain English, which 
gives a clue to why the programs 
run so fast. The program is in 
fact a very sophisticated com¬ 


RASIL AND 
THE RURRLE 
MONSTERS 


BUBBLE TROUBLE 


Bubble Trouble will have you 
foaming at the mouth as you 
battle against mutant bath bub¬ 
bles in a new game for the ZX 
Spectrum. 

The game puts you in the 
striped shirt of Basil the Burglar, 
a small time crook who's taking 
his chances against the in¬ 
famous bubble monsters guard¬ 
ing an ancient, treasure-filled 
tomb. 

Basil has over fifty labyrinths 
to choose from, but he can only 


wander round a maze for one 
minute picking up valuable 
crowns, jewel-encrusted swords 
and precious stones before he 
has to leave the maze. 

Time isn't the only thing 
against Burglar Basil — bounc¬ 
ing bubble monsters attack Basil 
from all sides. You must help 
Basil to avoid being drowned in 
the suds and collect as much of 
the tomb's treasure as you can. 

The game has three different 
levels of difficulties, fifty different 
mazes, fine scrolling graphics 
and sound effects and is avail¬ 
able from Arcade Software for 
the ZX Spectrum 48k for £5.50. 

SINISTER 

PRECIOOS 

STONES 


DUUMSDAY CASTLE 


Saving the universe is never 
easy, especially when your 
adversaries include the phe¬ 
nomenally nasty Googly Bird. The 
Googly Bird is one of the many 
galactic ghouls you'll meet in 
Doomsday Castle, a new real 
time graphical adventure game 
for the ZX Spectrum. 

The hero of the game is Ziggy 
— remember him from Fantasy's 
other smash hit game, the Pyra¬ 
mid? 

Doomsday Castle is set in a 
universe ruled by Scarthax, the 
most evil being in the galaxy's 
history. Scarthax has searched 
the universe and collected the 
six ancient stones of life force. 
Now that he has brought them 
together under his control, he 
wields a power for evil far grea¬ 
ter than the most horrifying 
nightmare could imagine. 

The stones' awesome power 
is sending waves of corruption to 
every corner of the cosmos. Your 
task is to guide Ziggy through the 
Doomsday castle, attempt to 
wrest the stones away from 
Scarthax, and turn their power 
against their former master. 

Doomsday Castle runs on a 
48K Spectrum and is available 
from Fantasy Software costing 
£6.50. 












































Illustrations: Dorian Cross 



DUNGEONS IN 
DANGER ON 
ORIC? 


RUIUELORD 


Hardened D&D addicts may look 
down their noses at 'upstart' 
computer adventure games. But 
a new game, Runelord, may 


tape and then loaded into the 
game. This way a whole library 
of different roles can be made. 

Runelord, like its board game 
namesake, is set in Celtic Britain. 
From here on, the usual Dun¬ 
geons and Dragons' tactics of 
murder, arson and the odd bit of 
pillage take over. It sounds like 
good clean fun to us! 

Runelord is available from 
Modular Concept Peripherals for 
the Oric 1 and costs £7.50. 



shake their faith in D&D's sup¬ 
posed superiority. 

Runelord is based on the role- 
playing fantasy game of the 
same name and it differs from 
most computer adventures in 
allowing you to develop certain 
characteristics of your chosen 
role. As in Dungeons and Dra¬ 
gons, each character has differ¬ 
ent quotas of wisdom, strength 
and dexterity. Runelord lets you 
create these for yourself, each 
one having its own particular 
strengths and weaknesses, good 
points and bad points. Further¬ 
more, the game doesn't just con¬ 
sider aspects of the player's per¬ 
sonality, but also how much 
equipment and experience each 
one has acquired during their 
'lifetime'. 

Once a role has been created 
— a warrior or magic user for 
instance — it can be saved on 


HERE IS THE 

WEATHER 

FORECAST 


KRIEGSPIEL 


Weather forecasting becomes a 
vital part of military tactics for 
the commanders of tank warfare 
game Kriegspiel. An autumn 
offensive can suddenly grind to a 
halt as the landscape disappears 
below a blanket of snow or 
floods make waterways impass¬ 
able. 

Kriegspiel was first written by 
Ron Potkin on the Tandy TRS-80 
in the late 70s and this early 
version even appeared in Com¬ 
puter & Video Games. Now Ron 
has utilised machine code and 
the Dragon's colours to bring 


new life to the game. 

The action takes place over 
four screens of map with two 
opposing armies of heavy tank 
divisions, light tank divisions and 
mine laying infantry, battling for 
supremacy over a landscape of 
mountains, rivers, forest and 
field. 

It's a game for two players or 
one player against the computer 
and can provide a simple 30 
minute onslaught as both sides 
rush to take the opposing capital, 
or it can be as tactical as chess. 

The landscape offers different 
advantages to infantry and tanks 
and a good commander can use 
the lie of the land to boost his 
attacks. 

Kriegspiel, available from 
Beyond Software, costs £6.95 for 
the Dragon 32 and can be played 
by keyboard or joystick. 

FIRST OF 
FELIX IN THE 
FACTORY 


FELIX 


All those who received an Elec¬ 
tron for Christmas won't be frus¬ 
trated by a lack of games soft¬ 
ware in the New Year. 

Most home computers in the 
past have been plagued with a 
'dead area' for a few months 
after their launch, before the in¬ 
dependent software houses got 
their acts together and started 
producing games in bulk. 

But it looks like Electron own¬ 
ers, problems won't be finding 
software for their computer, but 
choosing between the games 
that are about to flood the mar¬ 
ket. 

Two companies who are lead¬ 
ing the way in Electron software 
are Acornsoft, the software divi¬ 
sion of Acorn computers, and 
Program Power, a company that 
specialises in BBC software. 

Program Power have released 
a range of ten games for the 
Electron including conversions of 
some of their most sucessful 
BBC games like the best selling 
Killer Gorilla. 


The company haven't stuck to 
just converting old games but 
have some original titles up their 
sleeves. 

Felix in the Factory is the first 
in a series of Felix adventures 
that Program Power are plan¬ 
ning. The game places you in the 
position of the industrious Felix 
who is in charge of a run down 
factory for the weekend. 

The rusty old generator in the 
basement of the factory keeps 
running out of fuel and you have 
to help Felix refill it with fuel 
before the entire factory grinds 
to a halt and production stops. 

Felix must negotiate the rick¬ 
ety old ladders and conveyer 
belts to reach the general, but 
his progress is slowed by grem¬ 
lins who inhabit the building 
when the workers have gone 
home. 

Felix's only hope of getting 
past them is to find a pitchfork 
and knock the nasty gremlins off 
the gangway and stop them put¬ 
ting a spanner in the works. 

Another hazard is the giant rat 
that scurries across the pack¬ 
ages in the factory's corners. 
The only way to get rid of the 
rabid rodent is to jump up and 
grab the bag of poison hanging 
from the ceiling. Felix in the Fac¬ 
tory is available from Leeds- 
based Program Power for the 
new Electron and is priced £7.95. 




































































QUASI WILL 
GIVE YOU 
THE HUMP! 

ekm^h 

It's a few centuries since the 
legendary Quasimodo first 
attempted to save the fair Esmar- 
alda, and carry her off to the 
sanctuary of the Notre Dame's 
famous castle tower. 

But the hunchback has swung 
right back into the thick of the 
action. Notre Dame's booming 
chimes W:ll ring out again as the 
world s' best known bell ringer 
hits your TV screen in the unlike¬ 
ly guise of a video game hero. 

Quasimodo's task is the same 
as ever, to save the beautiful 
Esmaralda from the clutches of 
the evil Archbishop and his 
cronies. 

You must help the unfortunate 
cripple jump flaming barrels, 
swing across murky pits and 
avoid loyal knights ready to 
thrust a lance into Quasi's hun¬ 
ched shoulders. 

The game is played against a 
scrolling background of the 
cathedral. Each level consists 
of 15 screenfuls of high speed 
action and is piled with more 
and more difficult obstacles for 
Quasimodo to overcome before 
he reaches his true love. 

Hunchback is a direct copy of 




NEOCLYPS 


Like Nathan, T.C. enjoys a 
great adventure and is quickly 
ready to take off with his old pal. 

As Nathan and T.C. start their 
sojourn, the weather report- is 
good but many obstacles lie in 
the way of the chums' expedi¬ 
tion. You must help them man¬ 
oeuvre the balloon over chur¬ 
ches and skyscrapers. 

Twenty-six dangerous flight 
levels have to be completed be¬ 
fore the two can claim the title of 
the World's Greatest Aeronauts. 

Crazy Balloon is available for 
the Commodore 64 and is joystick 
compatible. The game is pro¬ 
duced by the newly formed com¬ 
pany Software Projects and 
costs £7.95. 


The galaxy is facing the most 
dire crisis in its history. Neo- 
clyps, a remote planet and a 
member of the Colonial Federa¬ 
tion has been invaded. As the 
universe's foremost galactic 
mercenary, you must liberate the 
inhabitants of Neoclyps from the 
alien dictators. 

The invaders have set up a 
defence system of radar towers 
to detect any ships entering the 
planet's atmosphere. Your ship 
has been designed to withstand 
12 collisions with the towers or 
with aggressive alien guards. 

The game is written in a 100% 
machine code and includes a 
joystick option. 

Neoclyps is available from 
Coventry-based PSS for the 
Commodore 64 and costs £7.95. 


WHEN THE 
BALLOON 
GOES UP... 


CRAZY BALLOON 


Around the world in 64k? Crazy 
Balloon certainly seems to make 
it possible on the Commodore 64. 

Crazy Balloon takes you back 
to the age of romantic adventure 
where the sky's your limit and 
the far off horizon is your des¬ 
tination. 

The game places you in the 
shoes of Nathan Wigglesworth, 
an eccentric explorer whose 


MERCENARY 
SAVES THE 
GALAXY! 


the original arcade game of the 
same name and has been pro¬ 
duced with full co-operation of 
the game's original manufactur¬ 
ers Century Electronics. It's the 
only official version available on 
any home computer. 

Hunchback is available for the 
Sinclair Spectrum, Dragon 32, 
Commodore 64 and Oric compu¬ 
ters in late December from the 
Manchester company, Ocean 
Software for £6.90. 


favourite hobby is a spot of hot 
air ballooning. He has decided to 
go on a marathon flight to test 
out the brand new balloon he has 
just acquired 

Like all great heroes Nathan 
Wigglesworth would never think 
of embarking on a trip of a life¬ 
time without the help of a life 
long pal T. C. Barton. 


JOIN THE 
CLUB ANO 
WIN A BAOGE 


America's top independent video 
game manufacturer, Activision, 
have just released versions of 
two of their most successful 
games for the Atari 400/800. 

River Raid is a super fast, all 
action, scrolling shoot-'em-up. 
You are flying a mission up river 
to destroy all enemy shipping 
and bridges in hostile terrain. 

Activision will reward anyone 
who can score a million points 
with a River Raiders Club badge. 

Also converted for the Atari 
home computers is the hit VCS 
game Kaboom. This challenges 
you to catch all the bombs being 
hurled by the mad bomber before 
they hit the ground and explode. 

The games are in the shops 
now at £29.95. 






















































































who have purchased the game. 
This is no five minute wonder 


Football Manager 

Designed by Kevin Toms 
This outstanding game of skill and 
strategy is now widely available 
and you can join the many 
thousands of satisfied customers 


x%\ 
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you will be playing this game 
for hours over many weeks 


(we know - our customers tell us!l. 


Some of the features of the game:- Kevin Toms 

★ Matches in 3D graphics ★ Transfer market 

★ Promotion and relegation ★ F.A. Cup matches 

★ Injury problems ★ Full league tables 

★ Four Divisions ★ Pick your own team for each match 

★ As many seasons as 
you like 

★ Managerial rating 

★ 7 skill levels 

★ Save game facility 


*ZX81 Chart, 

Home Computing Weekly 16.8.83 


Comments about the game from press 
and our customers 




"FOOTBALL MANAGER is the best game! 
have yet seen on the Spectrum and my 
personal favourite of all the games on any 
micro... To the ordinary person it is an 
excellent view of what can be done in the 
field of computer games... The crowning 
glory of this game is the short set pieces of 
match highlights which show little stick men 
running around a pitch, shooting, defending 
and scoring... It is a compulsive game but 
people who cannot take game sessions of 9 
hours or so, which happened on one happy 
Sunday, will be grateful to know that there is 
a 'save to tape’ option, FOOTBALL 
MANAGER has everything it could ... The 


* 


originator, Addictive Games, certainly 
deserve the name.” Rating: 19/20 (Practical 
Computing - August 1983). 

"When I first received this game I spent the 
best part of the weekend playing it. Since 
then I have returned to it more often than 
any other. The truly addictive quality of this 
game is the remarkable way it mirrors the 
real football manager’s problems... 
"(Personal Computer Games - Summer 
1983) 

"It’s my own fault you did warn me -1 am 
totally and completely hooked on FOOTBALL 
MANAGER.” (Mr. A. Wright-Lancashire.) 

"It is by far the best software game that I 
have seen for the Spectrum.” (Mr. N. Lincoln 
- Surrey.) 

"I congratulate you for a marvellous game 
which keeps the player enthralled.” (Mr. N. 
Creasey - Gerrard’s Cross.) 


"I am writing to say what a _ 
have spent over 45 hours on it.’ 
Fearn - Gloucestershire.) 


lame it is. I 
Ir. D. 


Action from the Spectrum version 


terrific.” (Mr. N. Cumming 
Bromwich.' 


;Rg< 
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Available from co mputer software stockists nationwide, including SiWHSMITHi^L 


Prices: Spectrum 48K £6.95 
ZX8116K £5.95 

(N.B. 3D GRAPHICS ARE NOT INCLUDED IN 
THE ZX81 VERSION). 

Overseas orders add £1-50 


To order by mail (p&p free) send cheques or 
postal orders to: 

Aklictire Games 

Albert House, Albert Road, Bournemouth BH11BZ. 


t Spectrum version only 


Dealers! For urgent stocks send 
your headed notepaper direct to 
our address. 
































STONKERS 


SHAMUS 


S.S. ACHILLES 


JET PAC 


REVIEWS 


ATIC ATAC 


Our Game of the Month this issue is Atic Atac the 
latest game from Ultimate, which is rapidly gaining 
cult status among games players everywhere. 
Read our view of this interesting adventure style 
challenge on page 31. Another of Ultimate’s best 
games was Jet Pac — find out if that winning 
formula has survived the transfer from Spectrum 
to Vic-20 on page 29. Do you like war games or 
strategy games? Then turn to page 32 where you’ll 


find our review of Stonkers, a tank game with a 
difference. We also look at the latest offering from 
new software company, Beyond. It’s a maze style 
adventure for the Atari with some stunning open¬ 
ing graphics. But what about the game? Find out 
on page 31. Commodore 64 owners can check out 
Shamus — the game with the private eye theme — 
on page 32. And that’s just for openers! Turn the 
page for a few more surprises. 
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^ THESE PEOPLE 
AREN'T UICE, 
m GETTING OUT 
V OF HERE! > 


They will m^ke your corfiouter 
go crazy with fear. 

“One of the best examples of user-defined graphics that I have 
ever seen, along with excellent sound effects.” 

... Home Computing Weekly 

“One of our best games yet.” 

... Terry Grant, Rabbit software director 

“An obscene celebration of slaughter” 

... Home Computing Weekly 

“My Terry wouldn’t do a thing like that’.’ 

... Terry’s mum 

Now appearing at your local computer games shop, Boots, 

WH Smith and Rumbelows. 

Hn^LUant an *UJC~2D & G&M-64-. 

































IMPRESSIVE 
ALL ACTION 
ADVENTURE 


FOUR GATES 


If you're after a good game for 
that Vic you got for Christmas 
then this is certainly worth a 
look. 

Four Gates to Freedom is 
another in the Action/Adventure 
series from Phoenix software. 
The game comes on two separ¬ 
ate cassettes with an arcade- 
type action game on one and an 
adventure on the other. 

The catch is that you need a 
password to load the adventure, 
and you can only get this by 
reaching the highest level on the 
action game! 

The action part of Four Gates 
is impressive. There is a wall at 
the top of the screen which is 
built in five-bar gate fashion. 
Above that is another wall, and 
beyond that are the four gates to 
freedom. 

The idea is to break through 
both walls in Breakout style, 
avoiding aliens and also the fall¬ 
ing debris from the wall. 

Between the two walls lurks 
an extra meany, so the game 
gets harder after you've created 
a gap in the first barrier, as he 
escapes through the hole. Fie 
cannot be destroyed with your 
cannon. 

The action in the game is very 
fast. If your trigger finger can 
handle it, you can fire quite a few 
times a second. 

The graphics are not superb, 
but are adequate for the game. 

Overall, it's great and very 
fast. But it may take some time, 
not to mention eye strain, to 
reach the highest level and get 
the password for the adventure. 

Once you have the password 
— no I didn't finish the action but 
I've got friends at Phoenix —you 
can load the adventure. 

When it has loaded and the 
password has been entered, the 
title screen welcomes you and 
challenges you to 'solve' the 
adventure! You'd think that they 
could check the spelling. 

You start off outside a metal 
gate and your only exit is South. 
Problem is that you need a pass¬ 
word to get through the exit, 
which I hadn't been given. 

Not only do you get the load¬ 
ing code from the action game, 
you also get quite a few clues 
flashed on the screen during 
play. One of these, I assume, is 
the password to get through the 
gate. 



If you'd like to try this for 
yourself, you'll need a Vic with a 
16k Ram pack. Phoenix Software 
is based in Pinner — you'll pay 
£9.95 for the twin-pack, which 


can't be bad. 

• Getting started 

8 

# Graphics 

7 

• Playability 

8 

• Value 

10 


PARALYSED 
BY PEPPER! 


MR WIMPY 


If you think that a game called 
Mr Wimpy must mean another 
version of Burgertime, then 
you're not wrong. But you're not 
exactly right, either. 

The opening screen is original 
and quite good, but the remain¬ 
ing frames are just another ver¬ 
sion of Burgertime. 

The first task in the game in¬ 
volves moving the ingredients 
from one side of the screen to 
another. You have to collect a 
tray and gather the cheese, ham 
and bun while avoiding Waldo 
the burger thief, and a group of 
flying manhole covers. No, I don't 
get it either! 

Once you've gathered all the 
bits and pieces you get to the 
other screen, which is a pretty 
accurate copy of the Burgertime 
theme. The chef is replaced by 
Mr Wimpy, the logo used in their 
advertising. You are pursued by 
an egg, spoon and a sausage 
and you still have your supply of 
pepper. 

The original Burgertime was 
written by Data East and was 
licensed for home use by Mattel, 
who produced a cartridge for the 
Intellivision. 

The object is to build up the 
burgers at the bottom of the 
screen by walking over the 
ingredients so that they fall down 
a level. 

If you pick up the ice cream or 
the cup of coffee then you get 
extra shakes of pepper, which is 


used to paralyse an enemy tem¬ 
porarily. 

Burgertime is the same game, 
whatever you call it. But this is 
probably the best version around 
for the Spectrum. 

It runs on a 48k machine and is 
available from Ocean Software 
for £5.90. It's a shame that they 


couldn't call it by its real 

name. 

• Getting started 

8 

# Graphics 

8 

# Value 

8 

• Playability 

7 

CRACK 


SHOT 


CLONES! 


CYRERTRON 


Searching a derelict castle for 
treasures is brought up-to-date 
with this program. 


Before entering each level of 
the castle, you are told which 
treasures you must look for and 
you then wander round the 16 
rooms in search of them. As you 
pass over the treasure, it will 
appear at the bottom of the 
screen to remind you that it has 
been found. 

Once you have all the loot, you 
then have to find the room with 
the safe in it. Touching the safe 
will lock away all the treasure 
and you are then moved up to the 
next level. 

Obviously in such a game 
there will be enemies after your 
blood. On level one, says the 
inlay card, your only adversaries 
are the Spinners. Personally, I 
can't see what's wrong with 
them. (Did you see their Christ¬ 
mas show?) On higher levels, you 
are also pestered by Clones and 
Cyber droids. These have more 
person-seeking intelligence and 
can also fire pretty fast! 

Control is via the keyboard or 
joystick, but the keys were not 
laid out too well. A and Z move 
up and down while "," and "." 
move left and right. The "M" key 


is used to fire, which I found to 
be too close to left and right. A 
joystick would have solved this 
problem. Furthermore, the break 
and escape keys are not dis¬ 
abled, as I managed to crash the 
program by pressing them. 

Trying to re-run the program I 
typed OLD. I was amazed to find 
that my job was then made un¬ 
necessary, as the program re¬ 
viewed itself. Up came the words 
"Bad Program"! To be fair, 
though, the game is quite well 
written. I enjoyed playing it, but I 
don't think that I'd come back to 
it too often. 

Cybertron Mission runs on a 
BBC B and comes from Program 
Power. It'll cost you £7.95. 


• Getting Started 8 

• Graphics 8 

• Value 7 

• Playability 7 


VICTORY 
FOR VIC 
VERSION 


JETPAC 


One of the best selling arcade 
game titles for the Spectrum has 
now been released for the Vic. 

Jet Pac brought fame to Ulti¬ 
mate, a small company whose 
first release became an instant 
success and the Vic version is 
just as good. 

As the person in charge of the 
Acme interstellar transport com¬ 
pany, your job is to assemble 
your rocket and then to load 
enough fuel to let it take off. On 
reaching the next planet, you 
must fill up again. After four 
screens, you must rebuild the 
rocket. 

The Spectrum version had 16 
screens before they started to 
repeat but, the Vic game has just 
eight. Because Ultimate wants 
everyone to have an equal 
chance at finishing the game, the 

continued on page 31 
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1 DYNAMIC PROGRAMMING 

2 DYNAMIC ANIMATION 

3 DYNAMIC SOUNDS 

4 DYNAMIC FILING 

5 DYNAMIC EDITOR 
& ASSEMBLER 

Package for the ZX Spectrum now! 

(Also for the BBC, Electron and CBM 64) 

EASY TO USE 

DYNAMIC GRAPHICS is the one 
that everybody will understand. The 
instruction manual is simplicity itself. 

No more strained eyes — the manual 
has large 10 x 8 pages with plenty of 
diagrams to make it easy for you. 


THIS IS A CHARACTER DESIGNER WITH A 
DIFFERENCE * FULL SCREEN ANIMATION OF 
SPRITES * 27 FUNCTIONS INCLUDING SPRITE 
HANDLING 96 CHARACTERS WHICH CAN BE SAVED 
ON TAPE TO USE IN YOUR OWN PROGRAMS 

* EASY METHODS OF INCLUDING CHARACTER 
DESIGNS IN YOUR OWN BASIC PROGRAMS * NO 
KNOWLEDGE OF MACHINE CODE NEEDED 

* SCREEN SAVING * SPRITES MAY BE TREATED AS 
SUPER LARGE CHARACTERS (4 x 4). THE LIST IS 
ENDLESS. YOU WILL BE ABLE TO DESIGN LITERALLY 
THOUSANDS OF DIFFERENT CHARACTERS FROM 
PAC MEN TO SPACE MEN OR SPACE SHIPS TO 
BATTLESHIPS. 


WHAT IT IS 

Whether you are a beginner 
or an experienced 
programmer it will make no 
difference with the 
DYNAMIC GRAPHICS 
package from Procom. You 
will be able to program 
professional looking 
graphics on your Spectrum. 
DYNAMIC GRAPHICS 
comes in two cassettes at 
the price you would 
normally pay for one. But do 
not let the low price put you 
off. DYNAMIC GRAPHICS 
is by far the most unique 
and much needed software 
aid on the market today. 


TAPE 1 


THE FUST 111 

DYIMmiC PACKAGES 

FROm 

PROcom 


TAPE 2 

THIS IS THE ULTIMATE UTILITY FOR COMPOSING 
HI RES GRAPHICS ON YOUR SPECTRUM. AS WELL 
AS ESSENTIAL HAND DRAW CURSOR CONTROLS 
(OR JOYSTICK) THERE ARE MANY ADVANCED 
FEATURES, SUCH AS FAST FILL AND RESCALE. 
THERE ARE IN ALL OVER 50 COMMANDS. A 
CONSTANTLY UPDATED STATUS DISPLAY. 
GENERATED PROMPTS ARE FULLY DISPLAYED. 
NOW YOU CAN DESIGN SCREENS AS GOOD AS THE 
SOFTWARE COMPANIES. 


YOUR TICKET TO RICHES? 

Use DYNAMIC GRAPHICS to make 
up your own program, and if it's good 
we will market it for you and maybe 
make you rich. 


DYNAMIC 

GRAPHICS 


PROcom 

SOFTWARE 


309 HIGH ROAD 

LOUGHTON 

ESSEX 

Tel: (01) 5081216 


HOW TO ORDER 

Telephone orders 
(01) 508 1216 


r 


Credit Card Holders (Access/Barclaycard 
only) can purchase by telephone. Please 
give card no., name, address and items 
required, and your order will be despatched 
the same day 

BY POST 

Simply write your requirements in the 
coupon provided, enclose your cheque/P.0. 
or use your Access or Barclaycard. Please 
make cheque payable to; PROCOM 
SOFTWARE and post to address below. 
Allow 7 days for delivery. 

IN PERSON 

Visit our premises, at the address below for 
a great selection — we will be delighted to 
see you. 



Post to: PROCOM SOFTWARE, 309 HIGH ROAD, 
LOUGHTON, ESSEX. 


Please send me the following items: 


1—| DYNAMIC 

r—I DYNAMIC 

r—l DYNAMIC 

1_1 GRAPHICS 

U PROGRAMMING 

LJ ANIMATION 

I—| DYNAMIC 

1—| DYNAMIC 

1—| DYNAMIC 

1_1 SOUNDS 

LJ FILING 

1_1 EDITOR & 



ASSEMBLER 


I enclose my cheque/P.O. for £ 


I prefer to pay with my ACCESS/BARCLAYCARD 

I Delete whichever not applicable) 


Card No. 
Signature 
Name 
Address 


Tel: (Day) Tel: (Eve) 

Credit cards valid if signed by card holder. 
Address above must be the same as card holder. 




I 

I 

I 

I 

I 

I 
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Vic one runs slightly faster than 
the ZX. 

The Vic will accept standard 
Atari-type joysticks, and these 
can be used in the game, 
although the keyboard can be 
used instead. What's more, the 
superb graphics of the Spectrum 
version have been captured in 
the same detail on the Commo¬ 
dore machine and the screen is 
one of the best that I have seen 
all in 8K, too. 

One talked-about problem 
from the Spectrum was the so- 
called bug in screen four. This, 
says Ultimate, was deliberate to 
allow poor players to achieve a 
high score. Anyway, that prob¬ 
lem doesn't arise now, as that 
screen was one of those which 
was removed for the Vic. So it 
seems that Ultimate thinks Spec¬ 
trum owners are more likely to 
be poor players than Vic owners! 

A great game for one or two 
players, and well worth £5.50. 


• Getting started 

• Graphics 

• Value 

• Playability 


FIGHTING 

FATAL 

FUNGUS 


SS ACHILLES 


You'll have to race against time 
to save your planet's most valued 
artifacts from the doomed star 
cruiser SS Achilles. The SS 
Achilles has been attacked by a 
strange space fungus which is 
slowly eating its way through the 
ship's maze of corridors. 

The alien intruder is indes¬ 
tructible and your only hope of 
saving your culture's most treas¬ 
ured relics is to slow its progress 
through the ship, to give you 
enough time to escape through 


the shuttle craft with your cargo 
to earth. 

The game starts by showing a 
very impressive graphic display 
of SS Achilles under which the 
game prompts the player to 
choose one of five difficulty 
levels, ranging from inept to ex¬ 
pert. 

You are placed inside an 
android protection suit to help 
you survive the harsh environ¬ 
mental conditions in the ship. 
Moving the droid into the walls 
or any grey object damages the 
robot's integrity level, shown at 
the bottom of the screen, 
together with the droid's remain¬ 
ing power supply. The level of 
the droid's integrity becomes 
more and more important as the 
game progresses and a lot of 
skill is needed to move the robot 
around the ship without hitting 
the walls or running into the 
fungus. 

The growth of the fungus can 
be viewed by stepping into one 
of the tele-screens scattered 
around Achilles. This prints up a 
map of the ship's interior, show¬ 
ing the areas inhabited by the 
alien in orange. 

To complete the game, you 
must pick up all the objects lying 
around the ship and deposit them 
in the shuttles loading bay. There 
are four different types, but the 
droid can only carry one particu¬ 
lar object at a time. If and when 
you've collected all the objects, 
you can abandon the ship in the 
escape shuttle. 

SS Achilles is a very addictive 
and challenging game. The 
graphics are good and the 
animation is amongst the best I 
have seen on the Atari. My only 
criticism of SS Achilles is that 
the game is only available on 
disc. 

SS Achilles is available from 
Beyond Software for the Atari 
400/800 and costs £19.95. 


• Getting Started 

• Graphics 

• Value 

• Playability 


ASTRAL 

PLAIN 

ACTION! 


DEFENSE FORCE 


It's all action on the Oric as you 
career through space with lasers 
blazing in an attempt to save the 
humans from an alien invasion. 

Attack! The humans are being 
captured! A Vultura rapidly de¬ 
scends on its prey with the aim 
of carrying him off into space. 
Making a rapid about-turn, you 
fly back in the opposite direction 
and blast the alien to the four 
corners of the galaxy. Luckily the 
humanoid is unharmed and falls 
gently back to earth. 

Shoot-em-up fans will love De¬ 
fense Force — with only a few 
variations, it's a faithful repro¬ 
duction of the fast-moving, ac¬ 
tion-packed arcade hit Defender. 

The aim of the game is to get 
through 20 waves of aliens and 
prevent the humans from being 
kidnapped. With up to 16 differ¬ 
ent video nasties on your tail, life 
becomes pretty hectic and you'll 
find that being able to fly both 
backwards and forwards a use¬ 
ful addition to the game. 

Once all the humans have 
been captured, you enter the 
Astral Plain and beset with 
vicious nasties, your only chance 
of survival is to fight it out. 
Graphically very impressive, the 
Astral Plain gives the impression 
of flying into the depths of space 
away from the TV. 

With the aid of a Star Map, it's 
possible to spot the swarms of 
aliens approaching before 
they've appeared on screen — 
so be prepared for waves of 
Assassins, Quantums and the 
dreaded Cybotroids if you don't 
want to lose a life. However if the 
pace becomes too much, a force 
field can be erected which will 
remain operational for six 
seconds — enough time to fly out 
of trouble! 

There is an on/off sound func¬ 
tion which I found especially 


useful — for although the sound 
effects are great, they are really 
noisy and had me clapping my 
hands to my ears in horror. 
Thankfully it's possible to play a 
silent game with just as much 
fun. A beginners' option is also 
available for the absolute lear¬ 
ner, but this soon becomes bor¬ 
ing. 

With its excellent graphics, 
Defense Force will bring hours of 
fun to the lives of trigger-happy 
arcade fans who want a fast 
game for their Oric. 

Defense Force is available 
from Cambridge-based Tansoft 
and costs £7.95. 


# Getting Started 

7 

• Graphics 

8 

• Value 

8 

• Playability 

9 


YOU'LL BE 
HAUNTED 
BY ATIC! 


ATIC ATAC 


Abandoned in the eerie, haunted 
castle you can only escape by 
finding the Golden Key. 

The castle consists of a large 
number of rooms, each of which 
has between one and three 
doors. As you walk across a 
room and through a door, the 
screen clears and the new loca¬ 
tion is drawn. The program runs 
very fast and there is no delay 
while the redrawing takes place. 

The quality of the graphics in 
this game is the best I've seen 
from a Spectrum. Ultimate has 
dispensed with some of the 
movement and sound routines 
which were shared by Jet Pac 
and Cookie, and have written 
some excellent replacements. 

Movement is smooth, and user 
defined graphics are used to 
their limit to produce some amaz¬ 
ing characters such as evil-look¬ 
ing witches complete with 
broomstick. 

Control is via Kempston or AGF 
joysticks, or the four cursor keys. 
With four keys for direction, one 
to fire and one to pick up the 
objects, a joystick is really the 
only way to play. 

As I said, the idea is to explore 
the rooms, collecting the objects 
and using them. For example, 
some doors may be locked and 
to open them you'll have to find 
the correct colour-coded key. 

Scores are printed on a 
beautifully designed "parch¬ 
ment'' scroll which runs down 


continued on page 32 
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the right hand side of the screen. 
This shows the number of lives 
left, and also a large stuffed 
turkey! If you come into contact 
with any of the nasties, the tur¬ 
key sheds some of its meat and 
gradually turns to a pile of bones. 
When all the meat's gone, you 
lose a life! Now that's novel. 

Apart from the keyboard con¬ 
trol, Atic Atac must rate as the 
best yet from Ultimate. It runs on 


a 48k Spectrum and is well worth 

the £5.50 which you'll 
pay. 

have to 

• Getting started 

9 

• Graphics 

10 

• Value 

9 

• Playability 

8 


WARSHIPS 
OF GOR 


ACHERON’S RAGE 


If you're a fan of Asteroids then 
you'll probably like this version of 
the game for the Oric. 

You've hyperspaced, says the 
cassette inlay, into a sector 
where scanners revealed no 
sentient life-forms. Suddenly . . . 
warships of the Gor are ma¬ 
terialising all around you. In 
reality, though, it's an asteroids- 
type game. 

The playing area consists of 
the whole screen, apart from a 
thin border and also a large 
shaded block in the middle. On 
the screen is your ship and a 
number of aliens, or Gor ships as 
Softek likes to call them. The 
idea is to destroy all of the Gor 
ships and then to move on to the 
next level. The block in the mid¬ 
dle of the screen makes man¬ 
oeuvring quite difficult, though. 

There are three types of Gor 
ships. Some will try to ram you, 
some have the power to fire 
back, while others will lay mines. 
Running over one of these will 
result in your destruction. 

There are four skill levels in 
the game. Even on level one I 
thought that the playing area 
was too small — there's just not 
enough room with all those 
aliens to manoeuvre your ship. 
You get three lives to start, and 
an extra one after clearing every 
six waves. 

Control of the game is via the 
keyboard. There are five main 
controls — to rotate in two direc¬ 
tions, fire, accelerate and brake 
— but you can't move and fire at 
the same time so a joystick op¬ 
tion would be useful. 



This is certainly not the best 
game that I've seen for the Oric, 
although the graphics are quite 
good in places. The Gor ships 
move very smoothly and flap 
their wings, but the player's ship 
rotates badly in large steps. 

Sound effects are included, 
but are quite limited. There's one 
sound for firing and another for 
when the player's ship is des¬ 
troyed. It's quite loud and there's 
no volume control, but you can 
turn it off completely if you want. 

If you like this sort of game, 
then this is worth the money, but 
it's not one that I'd come back to 
very often. Acheron's Rage runs 
on a 48k Oric and costs £6.95. 


• Getting Started 9 

• Graphics 7 

• Value 7 

• Playability 6 


BOUNCING 

POLICEMEN? 


DAREDEVIL DENNIS 


Dennis the Menace, the famous 
movie stuntman revs up his trials 
bike as he gets ready for the 
most difficult stunts of his short 
life. 

Unfortunately for Daredevil 
Dennis, the film director won't 
tolerate failure, so if he fails 
more than three times at any 
stunt he's fired — which is prob¬ 
ably just as well as poor old 
Dennis lands on his head each 
time he falls off and is probably 
suffering from severe brain dam¬ 
age! 

There are six screens 
altogether. Dennis starts off by 
leaping houses and trees on the 
first screen and moves quickly 
onto water where he rides a 
wet-bike. The snow slopes are 
next — slightly more difficult as 
they are very slippery — with the 
remaining three featuring low- 
flying helicopters and gaps in the 
road. Your jumps have to be well 
timed if you want to save Dennis 
from going up in flames. 


The first three screens are 
easily mastered on the first diffi¬ 
culty level, while the remaining 
five levels range from Experi¬ 
enced to Ace where you'll really 
have to struggle to keep Dennis 
on his bike. I had several nasty 
encounters with bouncing 
policemen and decided to stay 
on the novice level! 

A lively tune is played which 
livens up the dreary few minutes 
while the game is loading and 
the graphics are very detailed 
and colourful. However, I felt the 
game lacked that elusive addic¬ 
tive quality which would make it 
a winner. 

The game is controlled by the 
shift key which acts as a throttle, 
the return key which acts as the 
brake and the space bar which is 
used for jumping — very simplis¬ 
tic controls and a game better 
suited to the younger age 
groups. 

Daredevil Dennis is available 
from London-based Visions for 
the BBC Model B at £7.95. 


• Getting Started 

• Graphics 

• Value 

• Playability 

8 

6 

4 

4 

WAYS TO 


WIN THE 


WAR! 


STONKERS 


Golly, chaps. Spiffing game, 
what? These Imagine chappies 
have really got it right this time. 

Yes, it's the latest release from 
Imagine. In one giant leap for a 
software house, Eugene and Co. 
have released a war-type 
strategy game but have kept 
those pretty arcade type 
graphics. Those graphics are, in 
fact, well designed. But I don't 
think they really live up to Im¬ 
agined claim that they are as 
much as is technically possible 
on the machine. For my money I 
prefer Ultimate. Whoops, sorry! 

Anyway, chaps, this is a war 


strategy game. There are no fast 
moving meanies to zap; instead 
you have to move your tanks and 
cannons to clever positions and 
make sure that you are near 
enough to the supply ship to get 
some cargo when it unloads. 

If all this sounds very vague 
and I seem to give the impress¬ 
ion that I couldn't get in to the 
game very far, then you're right. 
The whole idea is pretty compli¬ 
cated and I actually spent the 
best part of a whole day studying 
the instructions in front of a 
Spectrum. For all my gallant 
efforts, I succeeded in drowning 
my entire regiment in the sea. 

When opposing forces meet, 
whether by clever deployment or 
by accident, they will engage in 
combat. There's a predetermined 
hierarchy of which battalions are 
more powerful than others. Your 
forces will change colour if 
they're engaged in combat. 

During play, the screen shows 
the playing area on a small scale. 
There's a 2-character wide cur¬ 
sor which you can move to any 
point and then expand that 2- 
character piece to fill the whole 
screen. It's really quite impress¬ 
ive. Anything which happens to 
be moving will do so whether you 
happen to be there watching or 
not. 

The object is to destroy the 
enemy positions and to occupy 
their HQ. But I feel that this is 
going to take someone a long 
time. If you're the sort of person 
who likes to be able to get 
straight into a game once it's 
loaded, then this is not for you. 

However, if you're fed up with 
zapping everything in sight from 
Space Invaders to Mutant Tele¬ 
phones and man-eating toilets 
then this will be good value. 

Stonkers is from Imagine and 
runs on a 48K Spectrum. It costs 


£5.50 

• Getting Started 

8 

• Graphics 

9 

• Value 

8 

• Playability 
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MAIL ORDER 

ALL PRICES INCLUDE VAT, POSTAGE + PACKING FREE 
TITLES . 


QUANTITY 


DISK □ CASSETTE □ 

I ENCLOSE CHEQUE/PO, VALUE 

NAME . 

ADDRESS . 


DOCTOR SOFT 

ADVANCED SOFTWARE 


DOCTOR son 
258 CONEYGREE ROAD 
PETERBOROUGH 
PE2 8LR 


747 

Cockpit view, pilot written, instrument&visual 747 
Flight Simulator. Banking & pitching 3D outside 
view of Horizon/Runway (Heathrow/Gatwick). 7 
Nav points with continuous Navigation computation. 
Joysticks or Keyboard option, briefing program, 
map, notes & flight plan. Demonstration approach, 
4 colour — mode graphics & sound. 

Only £8.95 inc. VAT & PP (Disc £11.95) 

GORF 

(PURE MACHINE CODE, ARCADE QUALITY) 
The first BBC version of this superb machine code 
Arcade favourite! 4 widely different screens of high 
speed action: Invaders, Laser attack, Firebird, & 
Mothership, all in smooth 16 colour-mode graphics! 

Only £7.95 inc VAT & PP (Disc £10.95) 

MISSILE ATTACK 

(PURE MACHINE CODE, ARCADE QUALITY) 
Another well known arcade favourite, 2 player/ 
Joystick options, remote target designation of 
incoming ballistic missiles & attack craft. Protect 
your cities! Incredible Armageddon graphics & 
sound! £7.9 

DOUBLE ACTS 

2 GAMES, 1 THEME, 

Amazing value at only £6.95 per pair: 

SPOOK, SPOOK: 

MUNCHER 2 ghosts, 20 mazes, 3 skill levels, hall 
of fame GHOST MINE Dig for gold, watch for 
spooks & snakes. 

SPACE, SPACE: 

WOLFPACK 3 starships, 1 space station, 4 galaxies, 
unlimited motion in space! MISSION ALPHA 3D 
High speed action, hall of fame & music! 

SPY, SPY: 

KREMLIN Escape through the endless 3D corridors 
ofthe Kremlin, aided by map & compass, but watch 
for the Gremlins!" 

BONDSKI Lethal action as James skies down the 
slope & parachutes into the void! 

WORD PROCESSOR: 

WORD PERFECT £8.95 cassette £11.95 Disc 
Full facility 40/80 column word processor, wrap 
around, block move, justification, word replace, 
etc. With full instructions & Key insert. 


• AVAILABLE FROM 

• W H SMITHS 

• BOOTS 

• JOHN MENZIES 

• MOST LEADING DEALERS 

• MICRONET 800 

• DIRECT MAILORDER 
COUPON BELOW 


DEALERS CONTACT(0903) 206 076 


ONE DISK HOME OFFICE: 

Complete Menu driven home office system including 
WORD PERFECT, WORDKIT, LETTER, CALCULATE 
(mini spread-sheet), & DIRECTORY (expandable 
card file system). Supplied with detailed manual. 
We believe this to be the best value package of its 
kind ever offered. 

Only £15.95 Disc only. 


EDUCATIONAL SOFTWARE: 

TALKING TABLES TEACHER (7-14yr old) Speaks 
when Speech ROM fitted, teaches multiplication 
with colourful games & questions. £6.95 

COLOUR SHAPE MATCH (2-6yrold) Beautiful suit 
of 3 programs teaching shape & colour recognition 
with delightful graphics & sound. £6.95 


WE WELCOME HIGH QUALITY 
PROGRAM SUBMISSIONS AND 
PAY TOP ROYALITY RATES 


J 

















"Gobble” ‘Gobble" 


Now that Atari 
your computer, ou 

Forget ghostly rvVfe/\ri|' 

imitations. They need d vJj. 

not darken your screens a moment longer. 

Because now you can play Atarisoft™ games 
on your own home computer. 

Pin-sharp graphics, quick slick movements 
- games that really challenge your skills. 

Games so close to our originals, its like having 
an ‘Amusement Arcade” in your own living room. 

SINCLAIR ZX SPECTRUM: ALL AVAILABLE ON CASSETTE. OUT NOW-PAC-MAN , 5 MS PAC-MAN , 5 GALAXIAN* JOUST° OUT SOON-DONKEY KONG,* DIG DUGP POLE 
POSITION, A MOON PATROL? B.B.C. MODEL‘B’/ACORN ELECTRON: ALL AVAILABLE ON CASSETTE. OUT SOON - MS PAC-MAN , 5 DONKEY KONG,* DIG DUGP POLE POSITION? 
JOUST 0 BATTLE ZONE.® COMMODORE VIC 20: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN 5 DONKEY KONG,* DIG DUGP OUT SOON-MS PAC-MAN,' 
GALAXIAN , 5 POLE POSITION? JUNGLE HUNT V MOON PATROL? STARGATE? JOUST 0 COMMODORE 64: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN , 5 DIG 

t PAC-MAN, MS PAC-MAN AND CHARACTERS ARE TRADEMARKS OF NAMCO LTD. + TRADEMARK OF NAMCO LTD. ‘TRADEMARK AND © NINTENDO OF AMERICA INC. 1982,1983. ED DIG DUG IS CREATED AND DESIGNED BY NAMCO LTD, MANUFACTURED UNDER LICENSE BY ATARI INC. ATRADEMARK AND© NAMCO 













make games for 
i r rivals don’t stand 

- We’ve written the 

. d VyJ. J.C1.J. programs to suit your 

computers exact requirements. 

Look at our extensive range of titles. We will 
be adding to this list so that you can expand your 
library of Atari games. After all why choose a 
ghost now that 
; you can have 
. the real thing? 
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DUG , 0 ROBOTRON , 0 CENTIPEDE,- DEFENDER? OUT SOON-MS PAC-MANJ GALAXIAN* JUNGLE HUNT, V MOON PATROL? POLE POSITION? STARGATE? JOUST? 
Tl 99/4A: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN) DONKEY KONG,* DIG DUGP ROBOTRON? CENTIPEDE,™ DEFENDER? STARGATE? 


For further information, write to Atari International (UK) Inc., PO. Box 407, Blackhorse Road, London SE8 5JH. 
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More than fun and games! 



usiJththe THnWen 

by Primer Educational Software 

? he ever-popular Mr. Men help prepare 
young children for reading with four 
simple and absorbing games designed 
to exercise essential skills as well as entertain. 

An easy-to-use, colour-coded key guide 
is included with an illustrated introductory 
book, featuring the Mr. 
Men. For ages 4 to 8 
years. Available nowon 
cassette for the BBC B, 
Spectrum 48K and 
Electron. £8.95 




by Widgit Software 

T wo mind-stretching, space-age games 
to test mental arithmetic and nimble 
fingers. 

In Sum Vaders alien robots invade the 
earth. Only quick thinking and fast reactions 
can prevent them. Several levels of difficulty 
and a two-player game with a handicap 
option make Sum Vaders equally testing for 
all family members, from 8 years to adult. 

Robot Tables challenges the young 
player to make a series of perfect robots. 

Knowing your multiplication 
tables is the key to controlling the 
robot-making machine. With a 
learning mode and atesting 
mode, Robot Tables is a fun way 


for early learners, 
and more ad¬ 
vanced children, 
to master an 
important and 
often neglected 
skill. 

Available now on cassette for the 
Spectrum 48K, Commodore 64, BBC B 



and Electron. 


£6.95 


OESAR 

THE CAT 

by Andromeda Software 

M eet Caesar, a cheeky young cat on 
duty in a well-stocked larder. He’s 
kept busy chasing a gang of hungry 
mice eating thefamily’sfood. Playing against 
the clock, you guide Caesar along crowded 
shelves to pounce on the mice. 

A fast, colourful, all-action, arcade-style 
game with catchy music and a best-score 
record. Challenging for high-scoring arcade 
addicts as well as great fun to play for the 

novice. A ., , , 

Available on cassette for the 

^Commodore 64 ^ j £8.95 



Prices include VAT and post and packaging 
MIRRORSOFTprograms are available from selected 
branches ofW.H. Smith and Boots, and other 
leading software stockists. 

Trade enquiries welcome: phone 01-822 3580 



SOFTWARE FOR ALL THE FAMILY 


To MIRRORSOFT, PO Box 50, Bromley, 
Kent, BR2 9TT 

Please send me the following (enter 


number required of each item in 
the space provided): 

Price 

Spectrum 
48K (01) 

BBCB 

(03) 

Electron 

(04) 

CBM 64 
(05) 

First Steps with the Mr. Men(MMOI) 

£8.95 




Quick Thinking (QT01) 

£6.95 




Caesar the Cat (CC01) 

1 



I enclose a cheque/PO for £.made payable 

to “Readers’ Account: Mirror Group Newspapers Ltd”. 

I understand that my 
remittance will be 
held on my behalf in 
the bank account 
named above until 
the goods are 
despatched. 


m 


Or please debit my ACCESS/BARCLAYCARD for the sum of £.. 

cardno l I 11 I I II I I IT I 

Signature. 

Name. 

Address. 


CVG1 


..Postcode 
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IS HERE 


The Top 
American 


Joystick is 
now available in 
the U.K. . . 

To fit your SPECTRUM 


One Hand Operation 


only £19.99 


+ £1.50 P+P 


• Including interface to plug straight into the 
Spectrum. 

• The first Joystick to give you "Arcade" feel 
and control. 

• "Jet Style"heavy duty, diamond cut grip. 

• Fire Trigger placed under your index finger. . . 
the finger with the fastest reflex action. 

• Seif centreing, 360° action. 

• Compatible with most of the latest Software 
including: 


□ Flight Simulation 

□ Manic Miner 

□ Jetpack 

□ Cookie 

□ PSSST 

□ Timegate 

□ 3D Tunnel 

□ Cosmos 

□ Cyber Rats 

□ Galaxians 

□ Spookyman 


□ Arcadia 

□ Horace goes Skiing 

□ Slippery Sid 

□ SS Enterprise 

□ Nite Elite 

□ Meteoroids 

□ Gulpman 

□ Cosmic Guerilla 

□ Kong 

□ Armageddon 

□ Mission Impossible 


□ Penetrator 

□ AtikAtak 

□ Brain Damage 

□ Last Sunset. . . 

□ Mazeman 

□ Galaxians 

□ ETX 

□ Frenzy 

□ Astroblaster 

□ Knot in 3D 

□ Joust 


□ Spectres 

□ Jetman 

□ Frogger 

□ Blind Alley 

□ Galactic 
Jailbreak 

□ Transam 

□ Robotics 

□ Armageddon 

□ Exterminator 

□ Detective 


NOTE: THIS IS ONLY A SMALL SELECTION OF THE 
MANY COMPATIBLE GAMES 

Also available for Commodore/ 
A tari7 BBC / OrielDragon. 


Item 


Spectrum Trigga Command 
VIC/CBM 64 Trigga Command 
Atari Trigga Command 
BBC Trigga Command 
Oric Trigga Command 
Dragon Trigga Command 
Interface Unit only* 

* To use with your own Joysticks with 
Spectrum 


N.B All prices include Interfaces where requiredj p + p 

ALLOW 7 DAYS - 

TRADE ENQUIRIES WELCOME 

24 HRS CREDIT CARD LINE 


Amount 


£19.99 

£12.99 

£12.99 

£19.99 

£19.99 

£14.99 

£11.99 


£ 1.50 


I Sole UK Distributors_ 


_. __ 27 HOPE STREET, HANLEY, 

5a STOKE-ON-TRENT 

TEL: 0782 273815 


«®>48K SPECTRUM<®> 

SPLAT! 


48K SPECTRUM CHALLENGE 
FROM INCENTIVE SOFTWARE LTD 


MOUNTAINS 

OFKET 

ADVENTURE 

A MONSTER OF AN ADVENTURE 
PROGRAM! COMBAT, INTER¬ 
ACTIVE BEINGS, MONETARY 
SYSTEM, MAGIC, EDGAR, SAVE/ 
LOAD FACILITY PLUS MANY 
OTHER FEATURES. 

As well as being a fast ingenious 
compelling adventure in itself the 
Mountains of Ket is the first of a 3 
part series that builds into a 
mammoth adventurers challenge. 

Incentive: It could be adventageous 
if you achieve 100%!! 

N002 £5.50 


1984 


A GAME OF 

GOVERNMENT MANAGEMENT 


ARCADE 

ONE OF THE MOST ORIGINAL 
AND COMPELLING ARCADE 
GAMES EVER PRODUCED! 
STARRING ZIPPY!! 

"SPLAT! is one of the most 
addictive games I have ever played 
on the48KSPECTRUM.lt is 
certainly the most original" 

Computer & Video Games 

NOW AVAILABLE FROM WH SMITH 
AND BOOTS. 

N001 £5.50 


1984 


THE GAME OF 
ECONOMIC SURVIVAL 

THE BRITISH ECONOMY WITH YOU 
AT THE CONTROLS! WHAT SORT 
OF CHANCELLOR WOULD YOU 
MAKE WITH SEVERAL BILLION 
POUNDS TO SPEND & FIVE 
YEARS TO THE NEXT GENERAL 
ELECTION? GRAPHIC DISPLAYS, 
HISTOGRAMS & AN ANNUAL 
PERFORMANCE RATING ARE ALL 
INCLUDED TO SHOW HOW YOU 
ARE DOING. HOW MANY YEARS 
WILL YOU LAST? 

FREE INSIDE: Pocket Guide to 
Running Britain"! 

N003 £5.50 


All programs run in the 48K ZX SPECTRUM and are available from all 
good computer shops. In case of difficulty please order direct using 
the coupon below. 


Please send me (tick box(es) required) 

SPLAT □ MOUNTAINS OF KET □ 1984 □ 

All at E5.50 each (inclusive of VAT and 1st class postage) 

I enclose cheque/ P.O. for £ or debit my Access Account No. 

ES [ 

Name . 


Address, 


INCENTIVE SOFTWARE LTD., 54 London Street, 
Reading RG1 4SQ. Tel: Reading (0734) 591678 
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Thinking of buying a chess 
program for your micro? Don’t 
know what to expect or which 
one to buy? Then read on . . . 
Whether you’re a chess fana¬ 
tic or you just know the rules, 
you will probably at some time 
want to set a chess program 
for your home computer. With 
the great number of programs 
now available, it may be a diffi¬ 
cult decision to choose the 
best one for your micro. In this 
article Chess programmer 
Martin Bryant looks at the 
standard of play and the fea¬ 
tures you can expect from the 
best modern home computer 
chess programs. 



Standard of play 


The very best programs can now play at 
a fairly good club level, from around 
1600 to 1800 ELO (125 to 150 BCF). The 
standard of play can vary greatly from 
game to game depending on the type of 
position encountered and the stage of 
the game- Modern programs also usu¬ 
ally have a much fuller understanding of 
the more obscure rules of chess such as 
underpromotions, draws by repetition, 
draws by the fifty move rule and chess 
clocks. 



Features 


Here’s what you should look for in a 
good chess program. The most recent 
programs are provided with many more 
features of a much higher quality than 
their older counterparts, such as: 

• Move entry by a cursor positioning 
method. Why should people have to 
turn their thoughts into an algebraic 
form, just because its easier for the 
program to understand? The cursor 
method allows you to ‘move’ the piece 
on the board, more like a real chess 
game. The best programs can accept 
both methods. 


COMPUTER CHI 


• The ability to step backwards or for¬ 
wards through the entire game. Older 
programs would allow you to take back 
only a couple of moves, but with new 
techniques the whole game record can 
be stored and scanned with small mem¬ 
ory overhead. 

• The oreintation of the board should 
be reversible. That is the board should 
be displayable with white or black at 
the bottom of the screen. This allows 
you to play black “up” the board, like a 
real chess game, instead of having to 
reverse your way of looking at it. 

Several “modes” of play can add a 
great deal of flexibility to a program. 
The old fashioned eight “levels” can be 
vastly improved upon these days. Some 
of the sensible “modes” are; 

(i) “Tournament” mode: Full tournament 
parameters can be set up, to make the 
program play within any specified time 
limit. An easy to use version of the full 
mode is helpful as well, where you can 
just specify the average move time you 
wish the program to take. This can 
range from one second to 99 hours, 
effectively providing thousands of 
“levels”. The program automatically ad¬ 
justs its “lookahead”, to play within the 
required time. 

(ii) “All the moves” mode: Chess clocks 
are used, where you must play all the 
moves of the game within a specified 
game time. If you play too slowly, you 
lose on time! Club players often use this 
method in “five-minute” games where 
both players have five minutes each to 
play all their moves. 

(iii) ‘Problem” mode: The ability to solve 
chess problems of the type in many 
newspapers is good. Beware however 
of the programs which claim they can 
solve mates in five or more, but then 
take a week or so to do it! If the 
program averages more than a few 
seconds on any mate in two it is likely to 
be horribly slow on deeper mates, 

(iv) “Losing” and “Equal” modes: Many 


players can’t beat the programs on their 
lowest settings. These modes allow the 
program to quite deliberately try not to 
win! Instead it either tries to gradually 
lose or stay roughly level. These modes 
can be of enormous help to the begin¬ 
ner or very weak player. As the player 
improves, the program magically im¬ 
proves with him, always challenging 
him, but not totally smashing him so he 
just gives up. 

The ability to quickly and easily set 
up different positions is essential. The 
program should also check that you 
don’t try to play on with an illegal board 
position. For example, having P’s on the 
first rank, more than one king for each 
side etc. 



Which Program? 


The best programs for playing strength 
are usually the most recently released. 
Any program which has been around 
for over a year without an update, is 
probably totally outdated as far as its 
playing strength goes. A year is a long 
time in computer chess, as can be seen 
from the results of programs which 
compete in recognised tournaments, 
such as the European Championships at 
the PCW show each year. 

A chess programmer may achieve 
glory one year, but has to work very 
hard on new ideas/techniques to im¬ 
prove the program, so as not to be 
leapfrogged by other programs by the 
following year. 

You should try to go for recognised 
quality programs, which have com¬ 
peted in many tournaments. There are 
several reasons for this. Some of the 
programs have obviously proved them¬ 
selves by actually winning some of 
these tournaments. 

Others will have at least performed 
reasonably well. The ones that don’t 
enter at all, would probably be smashed 
out of sight! Also the programmers be¬ 
hind these programs are dedicated and 
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knowledgeable enough to really write a 
quality program, rather than just 
another software “rip-off’ as are many 
chess programs. The same arguments 
really apply to the features as well. A 
“real” chess program will have most of 
the best features as a matter of course. 


When it computes its move, it dis¬ 
plays the best line it has found so far in 
its search. This can be used to provide a 
“hint” move as well as an indication as to 
what “White-Knight has “seen”. Again 
the display is very clear and the pro¬ 
gram easy to use. You can use cursor 
positioning move entry or algebraic 
notation. 

The program can easily be set to play 
within any average move time you re¬ 
quire of it, thus providing thousands of 
potential “levels”. It can also solve 


COMPUTER 

CHESS 

COMPETITION 


BBC Publishers are offering a super 
prize to the lucky winners of our Com¬ 
puter Class Competition — three pre¬ 
sentation copies of White-Knight, auto¬ 
graphed by the author. 

All you have to do is answer the 
following questions about computer 
chess. So have a go at winning yourself 
one of the best chess programs around! 

(1) What was the name of the computer 
chess program which won the first 
Computer World Chess Championships 
in 1974? Was it: 

(a) CHAOS (b) KAISSA (c) CHESS 4.0 or 
(d) OSTRICH? 

(2) What processor did the original 
Cyrus program run on? 

(3) Which program won the 1982 Euro¬ 
pean Micro-Computer Chess Cham¬ 
pionships? 

(4) The fastest chess program in the 
world, called BELLE, uses special 
hardware to achieve its phenomenal 
speed. Approximately how many posi¬ 
tions per second can BELLE examine? 
Is it (a) 500 (b) 8,000 (c) 75,000 (d) 
160,000 (e) 470,000 or (f) 2,000,000? 

(5) Describe a new feature which you 
would like to see included in the next 
generation of chess programs. 

You’ll probably have to be a profes¬ 
sional chess programmer to answer all 
these questions, but the competition 
isn’t open to them. Just answer as 
many as you can. In the event of a tie, 
the answers to question five will be 
used to decide the winner. Closing date 
for entries is February 16th and the 
usual C&VG competition rules apply. 
Please send your answers, on a post¬ 
card, to Computer and Video Games, 
Computer Chess Competition, Durrant 
House, 8 Herbal Hill, London 
EC1R 5EJ. 


Reviews 
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MEET THE VIDEO GAME SUPERSTAR 


Activision, one of America's 
youngest video game success 
stories, first made its mark on the 
industry four years ago with 
games like Dragster and Fishing 
Derby. Since then there has been 
no holding them back and Activi¬ 
sion have created a string of 
popular titles which have won 
them a place among the fron¬ 
trunners in this highly competi¬ 
tive field. 

I met David at one of London's 
top hotels, where he was happily 
tucking into a take-away lunch of 
some rather soggy looking ham¬ 
burgers and chips. He explained 
this away by stating a preference 
for hamburgers rather than En¬ 
glish food! Perhaps it made him 
feel a little less homesick! 

David first became interested 
in video games as a teenager 
when he vjsited arcades to play 
Pinball, but he added: "I soon 
realised that my interests lay in 
electronics and computing'' 
About eight years ago he started 
to program his own games in an 
attempt to forge a career in the 
industry. 

Since then David has pro¬ 
duced many games for Activision 
and has certainly made his mark. 

One game which earned him 
instant recognition as a top per¬ 
former was Pitfall, which was 
voted 1983's Best Game of the 
Year in the States. In fact you 
could say that Pitfall made David 
Crane a video-game superstar. 

The secret of a good game 
should combine realistic 
graphics with instant playability, 
a level of addictiveness and 
make full use of the machine's 
capabilities. 

"When designing a game, 
you've got two choices — sports 
games or arcade type games. 
Sports games are easier in a way 
to design in that there are set 
rules to work to, whereas there 
are no rules governing the de- j 
sign of an arcade type game. The 
format is entirely up to the desig¬ 
ner.” David described how two 
of his best games developed. 

David first started writing De¬ 
cathlon — a sports game which 
has recently been released — 
some time ago. The first event is 
the 100m dash so he started off 
by programming a little man to 
run from the left to the right of 


David Crane, a 29 year-old, 6'5" giant is one of the 
leading lights behind Activision’s success in the 
highly competitive video games industry. 

Activision, which was formed about four years 
ago, owes its outstanding success to the program¬ 
ming prowess of games designers like David. 

During a flying visit to the UK, David took time 
out from his busy schedule to let Computer & 
Video Games writer Clare Edgeley into the secrets 
of games programming and his own particular 
brand of success. 



the screen, the screen then 
scrolls forwards showing the 
athlete still running to reach his 
goal. 

Unfortunately, Decathlon orig¬ 
inally had to be shelved, as David 
couldn't fit all ten events into the 
memory space available to him 
at that time. 

Turning to the idea of an 
arcade game, he decided to start 
in exactly the same way as De¬ 
cathlon — a little man running 
from one side of the screen to 
the other. And so the idea for 
Pitfall was conceived. 

"I didn't have a preconceived 
idea of how Pitfall would turn 
out, I just added objects off the 
top of my head like pits, vines, 
ladders leading into the pits and 
the odd scorpion until I ran out of 
memory. 

"Pitfall was a difficult game to 
design as I tried to add a level of 
complexity to every step.” 

After completing Pitfall, a way 
was found to double the program 
size for Activision cartridges and 
David was able to complete De¬ 
cathlon — an Olympian feat of 


programming in which you've got 
to compete in screen versions of 
all ten events of the real life 
Decathlon. 

Unlike other video games 
companies who employ a team 
of programmers to work on one 
game, Activision give each pro¬ 
grammer sole responsibility for 
one game, from the initial con¬ 
cept of the idea through to the 
final product. 

A team of five to six designers 
work in one room in an atmos¬ 
phere which David finds very 
"supportive". In this creative 
atmosphere there is an "instant 
feedback and recognition in the 
quality of a game and a constant 
exchange of ideas.” 

The programming time for 
each game is somewhere be¬ 
tween six months to a year. Typi¬ 
cally, Pitfall took some 500-700 
programming hours to complete 
over a period of six to seven 
months, while Decathlon was 
completed in just over a year. 

However, games used to take 
longer to develop due to the 
graphics. "Originally we started 


EXPANDING COLECOVISEON 


ColecoVision system owners will 
now have access to the biggest 
video games cartridge library 
available, thanks to the soon-to- 
be-released Coleco Expansion 
Module No. 1! 

This plug-in module enables 
Coleco owners to use Atari 2600 
cartridges with their system — 
opening up whole new vistas of 
video games playing. 

Legal wrangles have pre¬ 
vented the module reaching the 
streets for some time —- but it 
should be widely available by 
now and will cost around £59.00. 

Once the Coleco owner has 
shelled out for the expander, he 


or she can use any of the large 
range of games produced by and 
for the Atari VCS system. The 
rather awkward Coleco control¬ 
lers must still be used but, for 
games that need the Atari paddle 
controllers, Coleco owners will 
have to find someone with an 
Atari system! 

The expander is good news for 
Atari owners who want to up¬ 
grade to a Coleco — but were 
afraid they'd have to junk all 
those expensive Atari cartridges. 
Combine the high-resolution Col¬ 
eco cartridges with the module 
and you really have got a super 
system! 


off by plotting characters and 
objects in coloured squares on 
graph paper and then doing the 
conversions into machine code. 
If we weren't satisfied, we would 
have to return to the graph paper 
and start again." 

This time-consuming exercise 
was solved by David who de¬ 
veloped a gadget which enables 
the programmers to draw 
straight onto the screen at four 
times the real size. Once the 
programmer is satisfied with the 
finished product, it is automati¬ 
cally converted into machine 
code and stored in the memory. 
"It's approximately 80% faster 
using this method." 

One of the passwords to the 
programmers' success are the 
keywords: program size, execu¬ 
tion time and storage memory. 
"When programming, you have 
to trade within these three con¬ 
straints." For instance, if the 
programmer needs more mem¬ 
ory, then either the program size 
or execution time will have to be 
cut down. 

Activision have recently 
moved into the home computer 
market with River Raid and 
Kaboom for the Atari 400/800. I 
asked David about Activision's 
plans for the future. "Four years 
ago, our plan was to make a 
quality name in video games and 
once that name was established 
— to move with the industry. We 
are following a very well thought 
out plan." 

David wasn't giving any 
secrets away and wouldn't say 
what was to follow River Raid 
and Kaboom, although I have 
been assured that more titles are 
to be announced shortly. 

David tends to put in about 
four working hours a day at the 
office. "It's impossible to come in 
at say 9.30 am and expect ideas 
to flow for the next six to seven 
hours." 

However, David's got all the 
necessary equipment at home 
and can work from there if a 
flash of inspiration hits him. 

Pride in his work also shows in 
his personal life. David drives 
around in a car with customised 
number plates — you've guessed 
it — PITFALL! 
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THE VIDEO PROFESSOR 
GOES ON PITFALL SAFARI 


Welcome to the second of Professor Video’s 
lectures, packed with useful hints, tips and 
strategies which help you beat the hot home 
video games. This time he’s taking a look at 
the ever popular Pitfall, written by David 
Crane, Activision’s ace designer — who we 
interview elsewhere on these pages. Over to 
you Professor! 



Lun 


-Oh! I wasn't quite ready for you. 
Sorry! Right, it's Pitfall isn't it. 
Yes. Pitfall ... now let me get my 
notes together. Ah yes! Here we 
go. 

, Over the tar pi A p ; t f a 11 
i come J 

snakes! / Y° u 

control a lit¬ 
tle chap called 
Harry who is involved in 
a search for the lost 
treasure of Enarc. 
(Enarc/C- 
rane, get- 
tit?) During his search 
through the 255 screens of 
the game Harry will en¬ 
counter many dangers of 
the animal kind, in¬ 
cluding scorpions, 
crocodiles and snakes. 

There are other hazards too, 



top ten 


1 1 Battle Zone Man 

2 lEndurO Activision 

3 IPole Position Atari 
a 1 Super Cobra Bros 

5 IPopeye Parker Bros 

6 iTutenkham Parker Bros 

7 j ponkey Kong cbs 
Q 1 Riv er Raid Activision 
9 IZaxxon cbs 

I 10 I Q*Bert Parker Bros 


rolling 
forest 
jungle 
and the 

dreaded tar pits! Some of the 
lakes and pools disappear and 
reappear mysteriously just when 
poor old Harry least expects it! 

Harry has just 20 minutes to 
find the 32 lost treasures of 
Enarc — and only three precious 
lives. 

The key to winning at Pitfall is 
knowing how to use the under¬ 
ground passageways which are 
hidden under the jungle. Some of 
these passageways are dead 
ends — but others provide useful 
short cuts to the treasure. One 

Jr. 

X Dor t for 9 et my 

V great video contest 
on this page! 

underground scene 
is worth three 
above ground 
screens — so you 
can see how much 
time you'll save by 
working out the 
best short cuts. 

Here's a couple of 
~ short cut hints. If you 
take the ladder down on 
screen 15 — moving right from 
the start point — and jog along 
jumping five scorpions on the 
way — you'll come up in screen 
19 having missed out four above 
ground crocodile screens. The 
crocs are your most dangerous 
enemy. More about them later! 


Unfortunately by taking this route 
you miss out a gold bar. But 
when you learn that you'll dis¬ 
cover six different treasures be¬ 
tween screens 41-57, this 
strategy doesn't seem quite so 
bad after all! Another shortcut 
starts in screen 13 — again mov¬ 
ing right from the start — this will 
take you to screen 19 — again 
avoiding a screenful of crocs! 

Those crocodiles will perhaps 
prove to be your deadliest foe. 


So here's how to deal with them 
when you are faced with a 
screen which doesn't offer you 
the option of grabbing a vine and 
swinging over their gaping jaws. 
There are three of the reptiles in 
each screen. 

Timing is all important. Wait 
until the first crocodile's jaws 
clamp snap shut then jump Harry 
onto his snout, quickly moving 
him to a spot behind the beast's 
jaws. 

Now the crocs will open their 
jaws again displaying a fine set 
of sharp white teeth. But don't 
panic. Wait until their jaws close 
again and jump onto the second 
crocodile — repeating the quick 
step to behind his jaws. The third 
croc is dealt with in the same 
manner — but jump off quick and 
run to the next screen. 

You can move left or right from 
Harry's start point. Moving right 
you come across more treasures 
earlier in the game. But by run¬ 
ning left the rolling logs don't 
pose a hazard you can run along 
with them in the same direction. 


TRY GETTING IT TAPED! 


Hello! This is Professor Video 
calling! Last issue I began my 
lectures in the art of video-gam¬ 
ing, bringing you tips to help you 
take on any sort of alien! 

I’ve managed to get hold of 
five sets of new video releases 
called How to Beat Home Video 
Games, produced by Polygram 
Video. Each set consists of three 
tapes which deal in depth with 
strategies to beat games and 
give those cunning hints and tips 
|to make your scores higher and 
higher. 

Volume one of How to Beat 
Home Video Games deals with 
The Best Games home video 
classics like Space Invaders and 
Missile Command, Volume two 
looks at the Hot New Games, 
including Pitfall, E.T., Raiders 
of the Lost Ark and Lock n’ 
Chase. Volume three deals with 
games for the new systems 
which bring arcade quality 
games into the home, like the 
Colecovision and the Vectrex. 


After you’ve watched each of 
these hour long tapes you’ll be 
able to pick up your joystick and 
play with the confidence of a 
video-grandmaster! 

So, how do you get your hands 
on a set of these great tapes? 
It’s as easy as this — just send 
me your favourite points-win- 
ning tips for your favourite video 
game. I’ll pick out the top five 
tipsters and they will each re¬ 
ceive a set of the tapes! Des¬ 
cribe the strategies or sneaky 
moves that beat giant gorillas, 
defeat alien invaders or save 
Pacmen from the grasp of 
ghosts! And that’s just a few 
suggestions! 

Fill in the coupon below and 
attach it to your entry. Send it to 
Professor Video Contest, Com¬ 
puter and Video Games, Durrant 
House, 8 Herbal Hill, London 
EC1R 5EJ. Closing date for this 
contest is February 16th — so 
get your tips in quick to beat the 
rush! 


PROFESSOR VIDEO CONTEST 

Name. 

Address . 

VHS □ Betamax □ 

(please tick which format you require) 
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IMIFOR NOTHIN 


GAME CONTR _ 

2/4/8 WAY GATE INTERCHANGE 
COMPLETE QUADRANTACCURACY 


WARNING! 

THIS PANEL IS A 
PROFESSIONAL 
MODULE. IT IS NOT 


p PRICE £38.50 

(VAT INCLUDED) 
For VIC 20 - COMMODORE 64 - ATARI - 

SPECTRUM (with Interface) 
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The 


PR©FESSICWIAI: 


arcaw 


from 


PRICE 


Total 


QTY: 


NAME ... 
ADDRESS 


riWAIA 


ARCADE 

PROFESSIONAL £38.50 


Spectrum 

Interface 


COMPUTING 
PINFOLD LANE INDUSTRIAL ESTATE 
BRIDLINGTON, NORTH HUMBERSIDE 

TEL: (0262) 602541/2. TELEX: 527381 EMAX G 
24-HOUR ANSWERING SERVICE 

EMAX Computing is a division of EUROMAX Electronics Ltd. 


£11.50 


ACCESS No 


p&p 


£1.85 


Enclosed Cheque/P.O. 


Available from leading computer stores 


CVG 
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Micro Speech 
lets 

ZX Spectrum 
talk!! 


[jy] JUST PLUG IN AND USE 

Micro Speech is easy to use — 
simply plug into your Spectrum 
and TV and enjoy a new dimension; 

instant voicing of all the keys . 

infinite vocabulary at your command 

. intonation to add character to 

speech . exciting new range of 

sound and speech games .. 

Im] IT'S AS EASY AS THIS! 

LET S$=ac(sh)un st(aa)(sh)uns 
will say "ACTION STATIONS" 

[jj] GAMES SOUND ON THE TV 

Micro Speech talks through your 
TV's loudspeaker, ensuring top 
quality sound. 

Iju] WHAT CAN'T IT DO! 

Unlimited vocabulary means that 

Micro Speech can say anything . 

it can even be made to yodel! 

There is nothing it cannot say! 


mm 





Pill 

hm:'* 


NEW SOUND GAMES USING MICRO SPEECH INCLUDE: 

JJ Mr. Wimpy : Moon Alert : Hunchback (Ocean) 

[ju] Lunar Jetman (Ultimate) Las Vegas Lady (Mogul) 

JJ Colour Clash : Shark Attack : 3D Monster Chase (Romik) 
JJ Lunar Rescue (Lyversoft) The Island (Crystal) 

JJ Voice Chess (Artie) Mined Out (Quicksi/va) 

JJ Mysterious Adventures Part 1-4 (Digital Fantasia) 

[jyi The Birds and the Bees (Bug Byte) 

JJ, Blastermind (Martech) Blade Alley (P.S.S.) 


Available from: COMET : W.H. SMITH : MENZIES : GREENS : WOOLWORTHS 
SPECTRUM and COMPUTERS FOR ALL DEALERS : DEPARTMENT STORES AND SELFRIDGES 

NOW DEMONSTRATING AT SPECIALIST DEALERS NATIONWIDE 

For personal attention and seven day turnaround of your order PLUS a free entry in the holiday draw (5 choices, 3 winners) 
AND an extra free game (exclusive to us) when you order from us. 


Send to: MICRO SPEECH OFFER, P.O.BOX 1, GATESHEAD NE8 1AJ 
or telephone: NEWCASTLE (0632) 824683 

Please send me .MICRO SPEECH units. 

Name (Print clearly) . 

Address. 


.Postcode. 

I enclose Cheque/Postal Order payable to “ Micro Speech Offer” 

or debit my Barclaycard/Access account No. I 1 I 1 I I I I I I I I 1~1 

I understand that I can have my money back within 10 days of purchase if I am not delighted. 
Please allow 21 days for delivery. 12 months parts and labour guarantee. 

Signed. 


ONLY £29.95 EACH 

INCLUDING 

@ FREE SOUND GAME 

@ COMPREHENSIVE MANUAL 
® DEMO CASSETTE 


Ref 






















ART MASTER 


will have to do battle with faster, 
more numerous aliens with 
heavier fire power. Another clon¬ 
ing of a well known arcade 
game. Available now at £29.95 
from Colecovision. 


SMURF 


DECATHLON 


The Smurf still walks along a 
bit like a cross between John 
Wayne and Charlie Chaplin — 
which adds to his cuteness! 

In case you've not seen the 
Coleco version, the object of 
Smurf is to rescue Smurfette 
from Gargamel the giant's castle. 
The Smurf has to trek across 
rough countryside, jump picket 
fences, leap over rivers and 
brave the dangers of Gargamel's 
dungeons before he can reach 
the giant's sitting room where 
Smurfette is imprisoned on a 
shelf high above a vast table. 

The rivers and the final screen 
are the only features in the Atari 
version not found in the Coleco 
game. 

If you play on skill level one, 
the Smurf simply has to hop, skip 
and jump along to the final 
screen — avoiding the nasty 
spider in the dungeon screen — 
and rescue Smurfette. 

If you go up to skill level two, 
then Gargamel's hawks, smakes 
and bats will be after you — 
making the game much more 
challenging. You have to duck 
and weave as the assorted nas¬ 
ties come at you! 


TEST FOR 
SPACE ACES 


If you fancy yourself as a real 
space ace then Gorf will give you 
the rank you truly deserve. 

This home conversion of 
Bally's arcade game offers four 
separate shoot 'em up chal¬ 
lenges and then awards a rank 
depending on your performance. 

The first wave is Space In¬ 
vaders with the addition of a 
force field. You have to blast 
gaps in the crescent shaped 
force field to enable you to pick 
off the Invaders as they advance 
down screen. 

Stage Two is called Laser 
Attack and introduces a particu¬ 
larly vicious formation of aliens 
who buzz around the screen 
shooting long snaking beams of 
laser fire. 

Laser Attack will have you 
wrenching and pulling on your 
joystick but tougher things still 
lie ahead in Space Warp. 

In this level the aliens spiral 
out towards you corkscrew 
fashion. As they approach they 
get larger and will collide with 
your ship unless you can get 
them in your sights and blast 
them. 


SMURF TO 


The fourth and final challenge 
is the Flag Ship. This is the Gorf's 
home base moving back and 
forth across the top of the 
screen. The force field is back in 
position so you will have to shoot 
a clearing in this and then make 
several direct hits on the ship 
before finishing it off. 

Your mission is now complete 
and you receive your rank. I 
managed to attain the rank of 
Space Colonel — which wasn't 
bad considering I started out in 
life as a lowly Space Cadet. 

If you think Gorf may enable 
you to become a hero overnight 
then forget it, because each time 
you complete one mission you 
get given a new, tougher one! 

To attain really high rank you 


GORF 


THE RESCUE 

Smurf must be the "cutest" of all 
"cute" games! That little blue 
chap with the floppy white hat 
has even managed to overtake 
Pacman in the C&VG cuteometer 
ratings! 

He first appeared on the Col¬ 
ecovision system — in search of 
Smurfette imprisoned by the evil 
Gargamel in a gloomy spider- 
filled castle. Now Smurf can con¬ 
tinue his quest on the Atari VCS 
thanks to CBS Electronics! The 
Atari version follows faithfully in 
the footsteps of the Coleco ori¬ 
ginal. Despite the limitations of 
Atari VCS graphics, the CBS con¬ 
version is remarkably good — 
particularly when it comes to 
skyscapes. 


SUPER COBRA 


THE VERDICT 


If you liked the arcade game 

you'll like the home 

version 

too. 


• Action 

« ( i 

4k 4k 4*. 

• Graphics 

i i i 

4k 4k 4k 

• Addiction 

i i i 

4k ^ 4k 

• Theme 

i i 

4k 4k 
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The final screen is quite diffi¬ 
cult. Firstly you have to beware 
not to rush into it too quickly. If 
you do, your Smurf will walk right 
into a chain and you'll lose a life 
without even getting a crack at 
rescuing Smurfette. Unlike the 
Coleco original where you had to 
get your Smurf onto the top of a 
skull and then make a quick hop 
up to Smurfette, the Atari version 
adds a few extra hazards. You 
have to jump onto a chair, then 
onto the table, then another chair 
before finally being able to take 
that final leap onto Smurfette's 
shelf! All of which takes a bit of 
practice and good joystick con¬ 
trol. If you play on skill level two, 
the castle bat will be attempting 
to thwart your rescue bid in this 
screen too! 

The little character will soon 
win your heart — even though it 
does take a bit of time to master 
his leaps, hops and dodges. And 
CBS have obviously gone to a lot 
of trouble to ensure the VCS 
graphics match the Coleco's as 
closely as possible. Personally I 
liked this version better than the 
original — except it's still got that 
irritating little tune! 


THE VERDICT 

If you like cute games then 
Smurf is the ultimate in cute¬ 
ness. But will the challenge 
last if you are a dedicated 
video player? 

• Action <1.11, 

• Graphics 1111 

• Addiction 11 

• Theme 111 


MEET THE ■ 
ART MASTER 


Now for something completely 
different. Last month we com¬ 
plained that the range of games 
for the Vectrex lacked variety. 
Milton Bradley have responded 
to this criticism by submitting a 
game for the jury's scrutiny 
which is completely unique — 
not only for the Vectrex, but 
unique amongst all video games 
systems. 

The Art Master cartridge en¬ 
ables you to become a video 
artist for an afternoon. Designed 
to work in conjunction with the 


Vectrex light pen, you can use 
Art Master to sketch, draw in 
dots and then connect them up, 
and even animate your drawings 
to create genuine cartoon 
animation. 

The sketch function lets you 
enjoy the simple fun of doodling 
in light. You can copy pictures 
from books, write messages, or 
play noughts and crosses. The 
connect function lets you draw in 
dots. You can use this to create 
dot pictures and ask your friends 
to guess what they are before 
pressing the button to connect 
up the dots. Options are chosen 
by selecting choices from a 
menu using the light pen which 
you simply point at the function 
you require. 

Although doodling in light is 
fun, the real attraction of this 
cartridge is the animate option. 
Although you cannot execute 
very sophisticated animation, 
you can do simple things like 
drawing a plant and making it 
grow, or make a stick man walk 
across the screen. 

The Art Master cartridge 
comes complete with the light 
pen and an instruction booklet. In 
the shops now at around £30.00. 

THE VERDICT 

Adds a new dimension 

to your Vectrex. 

Action 11 1 

Graphics 111 

Addiction 1111 

Theme ^ A « A ^ 


PURE GOLD 
DECATHLON 

Decathlon is the most exhausting 
video game ever to come up 
before the jury! You should have 
seen them when they came out 
to present the verdict — the 
foreman could hardly stand up! 

The reason for all this tired¬ 
ness is due to an entirely new 
innovation in videogaming — the 
shake-speed joystick. 

It's not a new joystick, but a 
new technique in David Crane's 

— of Pitfall fame — latest game 

— Decathlon. 

You control an athlete taking 
part in the famous Olympic ten- 
event contest. To make your man 
run forward you have to move 
your stick as fast as you can 
from left to right. The faster you 
shake it, the faster he moves. 

Speed is essential and not just 


to win the 100, 400, and 1500 
metre races. You also need as 
much speed as you can muster 
to gain maximum height in the 
pole vault, high jump, and length 
in the long jump. Speed also 
enables you to gain momentum 
when throwing the javelin, dis¬ 
cus, or putting the shot. 

Your athlete has the advan¬ 
tage of a speedometer at the 
bottom of the screen, which 
measures his pace with a red 
"fuel level" style display. When 
he's at full pelt the line will shoot 
up to level six, and fall back to nil 
when stationary. 

To jump or throw press the fire 
button. Some of the events are 
more fun than others — my per¬ 
sonal favourites are the high 
jump and the hurdles. 

This is a real winner of a game 
from Activision for the Atari VCS. 
Like the rest of the Activision 
games, if you get good enough at 
them you are rewarded. In De¬ 
cathlon you can send off for a 
gold medal if you score over 
10,000 points. Available now at 
£29.95. 


THE VERDICT 


This is your chance to go for 

gold. The most 

playable 

sports simulation for the VCS 

— for up to four players. 

• Action 

1111 

• Graphics 

in 

• Addiction 

i i i i 
a ^ ^ a 

• Theme 

i i i i 
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SUPERCOBRA 
SUPER GAME 

Scrolling games are pretty thin 
on the ground for the Intellivi- 
sion, so the arrival of Parker's 
Super Cobra was greeted with 
considerable excitement by the 
ladies and gentlemen of Joystick 
Jury. 

The Scramble-type game from 
Konami was a significant hit in 
the arcades despite being 
slightly over shadowed by 
Scramble. 

Now the game has been 
licensed by Parker Brothers and 
converted for home use on the 
Intellivision. 

Four levels of scrolling, bomb¬ 
ing, shooting action have been 
incorporated in the game for one 
or two players. 

Piloting your chopper through 
enemy terrain you are attacked 
by ground to air missiles, and 
bouncing bombs. 


You'll need all the skill you can 
muster as the enemy barrage 
intensifies and the caverns and 
cityscape through which you 
must negotiate your chopper get 
narrower and narrower. Need¬ 
less to say the Intel disc control¬ 
ler doesn't make this any easier. 

After 7,000 miles a squadron of 
alien flying saucers attack you 
with missile fire. Fuel dumps are 
now few and far between so you 
can't afford to miss hitting them 
to boost your supplies each and 
every time they appear. 

At the end of the caverns and 
city skyline are three enormous 
skyscrapers with the words 
Konami and Parker Brothers 
written on them. 

You are now near the end of 
your long flight and have to bomb 
one last ground installation to 
complete your mission. 

It will take the most skilled 
video ace several attempts to 
crack this one. 

THE VERDICT 

Another good game for Par¬ 
ker Brothers — filling a gap 
in this type of scrolling shoot 
'em up for the Intellivision. 
Available now at £29.95. 

G Action 111 

• Graphics 111 

• Addiction 111 

• Theme 111 


Next issue we're letting the 
members of our joystick jury 
loose on some hardware. 
Namely the joysticks them¬ 
selves. We reckoned it was 
about time we took another 
look at the devices available to 
play games with — on home 
video game systems and home 
computers. 

Our joystick jurors will be 
looking for the ultimate stick 
and at the same time will be 
bringing you up to date news of 
what's good in the world of 
sticks. 

Also we'll be taking that look 
at laser-disc technology for the 
micro games player. That's 
using a few longer words to 
say what we promised you this 
month — but we just ran out of 
space this issue! We'll be tak¬ 
ing a look into the future and 
predicting that you'll be able to 
play laser games on your home 
computer — games like the 
ones that are revolutionising 
the arcade industry right now! 
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QUICKSILVA ARE THE 
GAME LORDS... 


SPECTRUM PROGRAMS 

ANT ATTACK* 6.95 □ 

Sandy White 

GAMES DESIGNER* 14.95 □ 

John Hollis 

BUGABOO' 6.95 □ 

Indescomp 

TRAXX* 6.95 □ 

Jeff Minter/Salamander 

GRIDRUNNER* 6.95 □ 

Jeff Minter/Salamander 

SMUGGLERS COVE* 6.95 □ 

John Keneally 

VELNORSLAIR* 6.95 0 

Derek Brewster 

3D STRATEGY* 6.95 0 

Freddy Vachha 

XADOM* 6.95 0 

Mike Moscoff 

AQUAPLANE' 7.95 □ 

John Hollis 

ZX-81 PROGRAMS 

QS DEFEND A 

Nick Lambert 

QS ASTEROIDS 
John Hollis 
QS INVADERS 
Dave Edwards 
QS SCRAMBLE 
Dave Edwards 


COMMODORE 64 

PURPLE TURTLES' 7.95 □ 

Mark & Richard Moore 

AQUAPLANE* 7.95 0 

John Hollis & Steve Hickman 

RING OF POWER* 

Me Clemont & Fred Preston 

QUINTIC WARRIOR* 7.95 0 

T.P. Watts 

ULTISYNTH*f 14.95 0 

Nalin Sharma 

BBC PROGRAMS 

THE GENERATORS* 6.950 

Dave Mendes 

MINED OUT* 6.950 

Ian Andrew & Ian Rowlings 

BEEBART*t 14.950 

Dave Mendes 

PROTECTOR 7.95 0 

Andy Green 

WIZARD 6.950 

A .R. Buckley 

MUSIC PROCESSOR 

Andy Williams 14.950 

VIC20 PROGRAMS 

TORNADO 

CHARTEC 

SKYHAWK 

CHARTEC 

TRADERt 14.950 


PIXEL POWER 7.950 

PIXEL 

ATARI PROGRAM 

MAGIC WINDOW 



M. Walker 

DRAGON 

PROGRAM 

MINED OUT 

I. & C. Andrew 

ELECTRON 

PROGRAM 

MINED OUT* 


8.95 0 


5.95 0 


6.950 


• NEW RELEASES 

t SUPPLIED IN A 
BOX WITH BOOKLET 


Land 1984 
ijearof 


All games marketed exclusively by Quicksilva Limited. 

Please send me the games I have ticked. 

I enclose cheque/P. O. for _ 

Send to Quicksilva Mail Order, ft 
P.O. Box 6, 

Wimborne, Dorset BA21 7PY. 

Telephone: (0202) 891744 

Name. _ 

Address _ 


WARNING: These programs are sold according to QUICKSILVA Ltd’s 
terms of trade and conditions of sale. Copies of which are available on request. 


j] Boots, W. H. Smiths, J. Menzies, 
| Microdealer, HMV, Hamleys, 

•" John Lewis, Computers for All 
and all reputable specialist 
computer stores. 



The New Dimension 


Please allow 14 days for delivery 

l\ 


G & R COMPUTER SALES 

33 Burton Road, Lincoln, LN1 3JY 
Tel: 0522 26699 

VIC 20. £93.49 

CBM 64 .£193.95 

ORIC48K.£131.95 

TEXAS TI99/4A. £98.45 

ATARI A600XL .£145.95 

A800XL .£225.00 

A800 inc. programming kit.£252.50 

2600 inc. free Pacman . £69.95 

SORD M5 16K.£136.95 

Please send s.a.e. for list of software and peripherals stating 
type of hardware used. 

P & P free (UK only). 

Please send cheque with order and allow 21 days delivery. 


ti 99/4A nrnnn 


TI 99/4A 


SOFTWARE 



HOP IT! £6.95 

Guide your frogs to safety thru over 20 
sheets of cars, lorries, snakes, crocs, 
logs and sinking turtles! Ext-BASIC 


HUNCHBACKHAVOCK 

Stretch your Basic to its limits 1 
different sheets of unrivalled 
action! Tl-I 


Send cheque or P.O. to Lantern Software 
4 Haffenden Rd, TENTERDEN, Kent, TN30 6QD 

or send SAE for a full list. 

Look out for our products at your local T.l. retailer. 
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defined graphics characters — that’s 
what all those DATA lines are for. 

The solution is simple. If, when typing 
a Spectrum program, you see a PRINT 
line with some lower case (small as 
opposed to CAPITAL) letters in speech 
marks, these are probably user-defined 
graphics and need to be entered in 
graphics mode. 

To do this, type the line in as normal 
but when you get to the letters, enter 
graphics mode by typing CAPS-SHIFT 
with 9 to get a G cursor. Enter the 
characters and then get out of graphics 
mode by typing CAPS SHIFT with 9 
again, and finish typing the line. 


TIPS FOR THE ATARI 


Here are a few useful tips for the Atari 
400/600/800 from Christopher Roche of 
Sutton Coldfield. 

To disable the break key, type POKE 
16,64: POKE 53774,64. To disable the 
system reset button, try POKE 580,1. 
Now, if anyone presses it, the machine 
will erase all its memory including the 
program. 

To destroy all variables try FOR 
X=PEEK(130) + 256*PEEK(131) TO 
PEEK( 132)+256*PEEK( 133): 

POKE X,0:NEXT X. 

After entering this, when LIST is 
typed the program will be listed in an 
unreadable form. 

Also for Atari owners who keep hav¬ 
ing occasional errors with the 410 cas¬ 
sette recorder, try typing LPRINT be¬ 
fore CSAVEing. This will produce a 
harmless error message, but just con¬ 
tinue as normal. Thanks go to Donald 
Dods from West Lothian for this. 


On seeing that Seamus is paying £10 for 
hints and tips which reach his Program 
Extra page, I’ve been saving up espe¬ 
cially, and can now afford to do the 
same. So from now on, any letters, hints 
or other tips which make the Bug Hunter 
page will earn £10 for their authors. 

And talking of Seamus, I’m currently 
training him in the art of Bug Hunting 
and I assure you that he’s very nice to 
talk to. So next time you have a problem 
and I’m off fighting the Bugs, ask for 
him. 

Here at C&VG we’ve come up with a 
clever idea to keep calls evenly distri¬ 
buted between myself and Seamus. 
Next time you have a problem, toss a 
coin before you telephone the office. If 
it’s heads, ask for me and if it’s tails then 
ask for Seamus! And if it lands on its 
side, phone the Guinness Book of Re¬ 
cords! Now, back to the serious stuff. 


GO FASTER DRAGONS 


WILD WEST — VIC 20 


Dragon users will probably be aware 
that some Dragons can be speeded up 
simply with a POKE. Not all machines 
will allow this. But now, courtesy of Bug 
Hunter Enterprises (with a little help 
from Ahlan Davison-Grey, our Dragon 
software reviewer), here’s why, or why 
not. 

The central chip in the Dragon is a 
6809E, where the E means that the chip 
gets all its timing signals from an exter¬ 
nal clock. The clock takes the form of a 
crystal, and the frequencies it produces 
are handled by another chip. 

However, you can alter some of the 
registers in this last chip to alter the 
speed of the clock which drives the 
6809. This has the effect of speeding up 
the computer so that some games will 
run twice their normal speed. 

However, the 6809 was not designed 
to run at this speed, so don’t be dis¬ 
appointed if yours doesn’t. But, says 
Ahlan, the fact that so many do, is a 
tribute to Motorola, the manufacturer. 

There is certainly nothing wrong with 
a Dragon which will not run at the 
higher speed. 


Vic 20 owners may have been surprised 
by the Wild West program from De¬ 
cember’s issue. Even though the pro¬ 
gram needed a super expander car¬ 
tridge, there were still three commands 
in there that the machine did not under¬ 
stand. The problem stemmed from the 
fact that we haven’t saved up enough for 
a Vic printer yet, so I loaded it into our 
Pet to be listed. 

However, because you can’t get a 
super expander for a Pet, some of the 
tokens from the cassette were misinter¬ 
preted. I can now put you out of your 
anguish by revealing that BACKUP 
should be COLOUR, APPEND should 
really be SOUND while SYNTAX should 
actually read RJOY. You will now be 
able to get the game running perfectly. 


It 

KieSEjC'P 1 ** 1 
oi-nv.sm_ 


I am still getting letters about bugs in 
professional software for micros. With 
Christmas just gone, there must be quite 
a few micro owners who have bought 
software with bugs in it. 

The latest batch comes from Peter 
Lee of Ilford, Essex. Peter talks about 
problems with Psion’s Flight Simulation, 
Ocean’s Kong and has also told me of a 
problem in Valhalla which causes the 
program to return you to BASIC, able to 
LIST the game! 


CHEQUERED FLAG 
PSION 


RABBIT RAID 
— SPECTRUM 


James Alston from Bromley, Kent, writes 
to tell me of what he thinks is a bug in 
Chequered Flag. At the end of a race, 
he says, the computer is supposed to 
print the fastest lap time. In fact it prints 
up the time taken to complete the last 
lap. Has anyone else found this prob¬ 
lem? 


If you managed to get the graphics 
correct in Rabbit Raid for the Spectrum 
from November’s issue, then here’s how 
to add some sound to it, courtesy of Ian 
Lewis from Lewes, East Sussex, who’s 
the first to earn the new improved sum 
of £10 for his efforts. 

On line 30 after RAIDd”: and before 
GOSUB add BEEP .3,7: BEEP l,.7:Beep 
.3,7 and at the end of line 330 add :BEEP 
.05,14. 

Ian also suggests that a more realistic 
score system is made by changing line 
250 from S=S+100 to S=S+250. 


Well, that’s it for another month. Don’t 
forget that you can always talk to me 
about your computer problems on 01- 
278 3881. I’ve just had one of those 
posh answering machines fitted to the 
bu& phone so if you are suddenly 
struck by a bug in the middle of the 
night or at the weekend you can leave 
me a message. You may also find that 
the machine is on during the day if I’m 
tied up with the dreaded Seventh 
Empire — someone has to type all your 
moves into the computer! — but leave 
me a message and I’ll call you back. 


SPECTRUM GRAPHICS 


We still get calls from Spectrum owners 
who have tried running games from our 
magazine but all the graphics come out 
as lower case letters. 

This is because the game uses user\ 
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Meet Alt, the Dustman. Not any ordinary dustman, but a 
hyper-intelligent mega-dustman. He has found himself in a 
spot of bovver with neither lawnmowers nor bears, but 
numerous tons of homicidal rubbish. To make life even more 
difficult (and confusing) his favourite beer is in hot pursuit! 
But there is help on the way, The friends of the Binless’ try to 
assist Alf in overcoming the evil waste. Meet Alf, his friends, 
his enemies, and 20 waves of sheer madness. 
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1 VIRGINIA GARDENS, 
FAIRWAYS 

MILNGA VIE, GLASGOW G62 6LG 
Telephone: 041 956 5058 



For Education, Business and Games for the 
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Solo Software Ltd., 95b Blackpole Trading Estate West, Worcester WR3 8TJ. 

Telephone: (0905) 58351 
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THREE EXCITING NEW GAMES 


IN THE LIVEWIRE SERIES FOR THE <S 
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SUPERB SOFTWARE FOR THE VIC 20 


SCARE 


SP.,13 STARSHIP 
^gCAPE A compelling 
and exciting real time 
graphic space adven- 
turegame. Joystickor 
Keyboard -- 0 _ 

M/code £9.95 


Not just a game... an Experience! 

IT HAS IT ALL!...EXCITEMENT... 
HUMOUR... STRATEGY 

Jumpin’ Jack leaps into a totally 
new look for the 64 created by 
Three Dimensional Graphics 
giving Full Perspective to the 
game... PLUS... hosts of features 
never seen before! 

Submerging Turtles — Snakes — 
Crocodiles — Otters — Lady Frog 
— Dragonfly!!! 

It’s Fun *** 

IT’S FROGRIFFIC *** 
Program 
No. LW02 £8.95 


GRIDTRAP 64 

We promise you won’t be able to 
turn it off! It’s a real skill tester and 
loads of fun to play! 

Play with the Keyboard or Joystick. 
Choose your own operating keys 
with our User Definable System. 

Compete with an opponent by 
selecting Two Player Mode- 
Great graphics, super sound 
effects in the Livewire tradition 
including a selectable Melody Mode 
where the tune is available at the 
touch of a key and Melody On is 
indicated by a quaver graphic. 

Program No. LW04 £8.95 

JUMPING JACK 64 


smsum 

miCRO WARE 

Trade enquiries welcome. Trade distribution nationwide ring 061-834 4233 for details. 


micnowARE 


TRIAD 64 


SP.01 SKRAMBLE 

Destroy the enemy 
installations and 
missiles in their under¬ 
ground silo. Joystick 
or key boards— 0 _ 
M/code fc/.95 


SP.02JUMPIN JACK SP.03 TRIAD Defend 
Cross a busy road and your base against the 
treacherous river toget suicidle fleets of alien 
Jack home. Joystick or hoverships. Joysticks 
keyboard. Multi-colour or keyboard. 

Hi-ResGr. QC M/code. 

M/code £7.95 £7.95 


SP.16 MULTITRON 

The biggest alien 
encounter of all time. 
Wave after wave of 
invasion action. 
Joystick or keyboard 
M/code gg 


SP.06 ASTRO 
FIGHTERS 

A space duel played by 
two players at once. 
Requires Joystick. 
M /c °de. £6.95 


SP.07 CHOPPER Attack 
and destroy the enemy 
base but watch out for 
guided missiles. 
Joystick or keyboard. 
M/code. 

£6.95 


SP.04 GRIDTRAP 

Defuse the bombs, 
watch out for the 
mines and wandering 
boot. Joystick or 
Keyboard .. 

M/code £7.95 


NEVER BEFORE HAS A 
COMPUTER GAME LOOKED 
SO EXCITING... 

...FELT AND PLAYED SO 
EXCITING... 

Watch astonished as the Triad 
hurl themselves towards your 
craft in a remorseless battle 
against your intrusion. 

Feel the heat blast of their anti¬ 
matter fields. 

Your pulse laser will have to 
turn white hot before this 
encounter is over... 

Featuring:- 
Anew DIMENSION... 

Into the realm of TOTAL 
PERSPECTIVE GRAPHICS... 

Program No. LW03 £8.95 

Clip the coupon below and return to Sumlock Microware Dept. CVG3 
198 Deansgate, Manchester M3 3NE. 
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[Please send me the following Software 


jl enclose Cheque/P.0. for £ 

inc. P -f P U.K. only. ! 

•To: Name 


i Address 



Post Code 

i Also available from good computer dealers and bookshops nationwide. 
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The latest convert from video to 
pinball is that master of arcade 
abuse Q*Bert. Gottlieb have 
transferred the little chap from 
video-screen to pinball playfield 
in Q*Bert's Quest. And all Mr Q's 
mates have come along too. 
Coily, Ugg and Wrongway are 
still out to make life difficult for 
Q*Bert as he attempts to build 
his pyramid of coloured cubes. 

By hitting one target — the 
monster's den — you'll release 
an extra ball, but the monsters 
escape too to cause Q*Bert 
more problems. 

This machine has one irritating 
feature — the ball tends to stick 
around the upper chicane sec¬ 
tion of the playfield, hesitating at 
entrances to passageways — 
and this upsets the rhythm of 
play which generally is fast and 
furious. 

For soccer fans Gottlieb offers 
Striker — the player takes on the 
pinball machine's team clad in 
yellow. The player gets the white 
strip! There are, of course, lots of 
references to penalties, free 
kicks, and corners — but the 
game is still fairly basic on its 
general playability. Gottlieb are 
still trying to find that one game 
that clicks with pinball fans — 
but to give them their due they 
are real triers! 

Shock horror probe depart¬ 
ment. Can it be true? Matthew 
Broderick, the star of the movie 
War Games — the one about the 
computer-kid who almost starts 
World War Three by tapping into 
the American defence system 
with his home micro — doesn't 
really like computers! Talking to 
the London Evening Standard 
Matthew said: "Computers are 
not my thing at all. I don't like 
them and I don't understand 
them very well. I play video 
games, but even then I like pin¬ 
ball more." 

Don't forget we're still in¬ 
terested in hearing your views on 
pinball and your high scores too. 


■maiHiin 

HOLD ON - GOING DOWN, DOWN, DOWN...! 


Pee-awww! Wheel Zzing! You'll 
have to duck, dodge and jump to 
escape the bullets of those shif- 
ty-eyed, trigger-happy security 
men. 

Elevator Action certainly lives 
up to its title — your aim is to get 
from the top to the bottom of a 
top security defence building via 
lifts and escalators. 

In your search for the top 
secret documents, you'll come 
up against a crew of lean, mean 
security cops, all toting pistols 
and ready to stop you at any cost 
from reaching your get-away 
car. 

You'll have to keep your wits 
about you while you descend, as 
you stand a very good chance of 
getting shot. 

On each floor is a series of 
closed doors, and a security 
man, or two, could leap out at 
any time blasting away. You car¬ 
ry a gun, as do all good trainees 
of 007, and you'll soon learn a 
few tricks to get past the baddies 
as you shoot up and down in the 
lifts. 

Using your joystick to keep the 
lift between floors, wait until one 
of the baddies takes a pot shot at 
you and then quickly move to his 
level and shoot back. Because 
there is a small time delay while 
he reloads, you can be sure of a 
safe hit! 

Trained by your government, 
you're also a karate expert. Us¬ 
ing the jump button, you can leap 
off the lift and deliver a lethal, 
mind-blowing kick to your oppo¬ 
nent which will effectively lay 
him out! 


DONKEY KONG 


DONKEY KONG 


One of the latest games from 
Nintendo is Donkey Kong 3 and 
the new game introduces a like¬ 
able character, Stanley a gard- 
ner, who takes over where Mario 
left off — only this time he fends 
off the mad monkey to defend his 
greenhouse. 

Armed only with a spray gun, 
Stanley chases Donkey Kong up 
the vines, keeping nasty insects 
and critters away from his flow¬ 
ers. Each pest has a personality 
of its own and Stanley must work 
fast and furiously to keep the 
creepies under control. If he is 


ELEVATOR ACTION 


Red doors appear at random 
and behind each one are secret 
documents which will earn you 
bonus points. If you go for the 
red doors, keep your eyes peeled 
as the guards will redouble their 
efforts to get you. 

As you descend, the floors 
become wider, there are more 
doors, more security men and up 
to five lifts travelling up and 
down. A lot of skill is needed to 


reach this stage, to dodge the 
rapid hail of fire and still get 
through to the next floor in one 
piece. 

The building must resemble 
the Empire State in size as there 
seem to be an awful lot of levels 
to get through before you can 
make a run for it. 

Elevator Action by Taito Cor¬ 
poration has a really original 
theme and I found it a pleasant 
change from the normal 
spaceage shoot-em-ups. 


■' ad a da a □ a'. 



BLAZE THOSE STAR BANDITS! 


Scramble! Bandits at 3 o'clock! 
You push your joystick forward 
and enter the fray. The space 
city must be saved at all costs. 

Weaving and dodging through 
the city's underground highways, 
you whiz round a sharp 90 de¬ 
gree bend to beat off an enemy 
attack of fighter space ships. You 
can't relax your vigilance for a 
second — more fighters are 
attacking from the left. 

SWINGS BACK 

quick and cunning enough, he 
can get the super sprayer and 
make quick work of Donkey Kong 
and his pack of pests. 

There are three different play- 
boards and four difficulty levels 
to Donkey Kong 3 providing, vari¬ 
ety and challenge. One or two 
persons can play and each play¬ 
er can get from three to six game 
lives. When you reach 30,000, 
40,000 and 50,000 points, bonus 
lives are awarded. 

The character's proven popu¬ 
larity, combined with fast action 
and superior sound effects, make 
Donkey Kong 3 a sure hit in 
arcades. 


STAR RLAZER 


Leaving the city you swoop 
through the crags and peaks of a 
mountain range to enter a valley. 
With lasers firing, you steady 
your craft and take careful aim at 
a convoy of tanks. 

Star Blazer by Sega is the 
official follow-up to Astron Belt 
but, unlike Astron Belt which is 
played entirely in space, you will 
be battling it out over many diffe¬ 
rent terrains which include the 
interstellar airport, rocky moun¬ 
tains, oceans and deepest 
space. 

The graphics are comparable 
with Astron Belt and are pro¬ 
duced with the aid of Scanimate, 
a device which Sega claims cre¬ 
ates ultra-realistic images. I tend 
to agree. The ocean seems to 
heave and roll and the fighters 
and enemy mothership are very 
life-like — they resemble the 
Empire's battle ships of Star 
Wars fame. 

Arcade managers will now be 
able to convert the old Astron 
Belt machines to the new Star 
Blazer by using the conversion 
kit from Sega. 
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SAVED BY A SAMURAI SWORD 


CLIFF HANGER 


It's nail-biting stuff as your two 
lanky heroes almost career off 
the edge of a cliff in their efforts 
to escape the bunch of heavies 
in hot pursuit. 

Aptly named, Cliff Hanger 
keeps you on your toes through¬ 
out this fun-packed game filled 
with bizarre and amusing 
scenes, including nerve-racking 
car and helicopter chases, a 
beautiful girl to rescue and a 
meeting with some sinister 
hooded gangsters. 

With animated cartoon style 
graphics, comparable to Dra¬ 
gon's Lair, Cliff Hanger is one of 
the first games of its type to 
reach the UK. In the next few 
months we predict that Jaser disc 
games will become quite com¬ 


mon in the arcades, but at the 
moment they are still very much 
a novelty. 

The story begins with your two 
young lads escaping from a casi¬ 
no with bags of counterfeit 
money. They leap into their bub¬ 
ble car and a mad chase ensues 
through the busy streets. 

Arriving in the country, they 
have a puncture and, whilst re¬ 
pairing this, they see the Mafia- 
like baddies roar past in a 
limousine chasing a helpless and 
beautiful blonde in a 2CV! Leap¬ 
ing to their feet, the boys pile into 
the bubble and give chase. A 


helicopter chase follows and our 
intrepid heroes are rescued by 
the timely arrival of a samurai 
warrior in the city's sewers! As 
he brings the 'copter crashing to 
the ground with his sword, he 
utters a few memorable words in 
a very un-Japanese accent — 
“Once again I cut a worthless 
object"!! 

A four-way joystick and feet 
and hand buttons control the ac¬ 
tion which is played out in car¬ 
toon-style graphics. Instructions 
like 'Stick' and 'Action' will flash 


If you think you're a scrambling 
whizz-kid — then try riding the 
Super Bike. 

Bombing down a country lane 
you shift into top gear and rev¬ 
ving up your bike try to break 
the ton. Suddenly a series of 
potholes split the road in front of 
you — jerking on the handle bars 
you pull the bike into the air and 
Sail across them. But don't get 
too confident, more is to come. 

Packed full of stunts, you've 
got every opportunity to prove 
that you're at least as good as or 
better than the infamous Eddie 
Kidd. Leaping over potholes, fal¬ 
len trees and bushes is the least 
of your problems. Armies of 


onto the screen and it's then up 
to you to decide in which direc¬ 
tion to move and whether to use 
hands or feet. Each time you 
make a wrong move, you'll be 
told what you did wrong. 

As in all laser disc games, 
there is a dead area between 
scenes while the laser scans the 
disc for the next scenario. This 
has been very well disguised 
with a notice wishing you good 
luck in the next scene. 

With lots of action and great 
graphics, Cliff Hanger by Stern 
Electronics will certainly be a hit 
in the arcades in the New Year. 


death heads in the form of skulls 
and crossed bones descend on 
you from out of the blue and, 
armed with a fire button, you 
must blast them back to hell 
before they land on you. 

Other feats of skill and 
dexterity will include whizzing up 
a ramp and jumping over a line of 
buses and, providing you've 
managed to stay on your bike, 
you'll reach a tunnel which has 
to be negotiated to reach the end 
of the game. 

Beware the skulls — they'll be 
attacking from behind as well as 
in front. 



WHIZZKID RACES INTO ACTION 


SUPERBIKE 


THE SEARCH IS ON 

FOR THE C&VG 1984 ARCADE CHAMPION! 

Have you rescued the Prin- All we ask you to do is to 


nave yuw -- 

cess in Dragon's Lair. Or 
have you come first in the 
Pole Position Grand Prix? 
Or maybe you've des¬ 
troyed the Zaxxon robot? 

If so you are a prime candi¬ 
date for our 1984 Arcade 
Championship title. 

Your name may well be 
plastered all over the high 
score tables on several 
machines in your local 
arcade — but believe me, 
you can only call yourself a 
true arcade champ when 
you stand up to receive 
the Computer and Video 
Games Arcade Champion 
trophy! 

In our next issue we II 
begin the search for our 
1984 champion. Your first 
move will be to fill out the 
coupon and mail it to us. 


take the form along to 
your local arcade, pub or 
the place where your 
favourite arcade machine 
lurks, get that high score 
and get the publican or 
arcade owner to witness it 
for you. 

You can aim for a high 
score on up to three diffe¬ 
rent machines. Your 
chances of reaching our 
grand final in the summer 
are increased if you enter 
on more than one 
machine. There will be a 
grand prize for the overall 
champion plus runners-up 
prizes too. So don t forget 

— get next month's Com¬ 
puter and Video Games 
and begin your quest to 
become King — or Queen 

— of the arcades! 


CUNNING IN THE COCKPIT 


FIRE FOX 


Atari is entering into the laser 
disc games race with what 
promises to be a thrilling spin-off 
from the movie Fire Fox, based 
on the action film by Warner 
Brothers which starred Clint 
Eastwood. 

It's rumoured that hundreds of 
thousands of dollars were spent 
buying the rights to Fire Fox and 
producing the arcarde game with 
the aid of a simulation model of 
the cockpit. 


You've stolen a top secret 
Russian fighter jet and have to fly 
it out of Russian territory to the 
Americans. The Russians don't 
let you get away easily and send 
up missiles and other fighter jets 
to stop you. Your plane has its 
own weapons system, but you'll 
have to use your skill as a fighter 
pilot and a lot of native cunning 
to escape in one piece. 

Atari believe that Fire Fox will 
be a spectacular success and 
are planning to launch it some¬ 
time this year. 












































































raPZAP Encounrer 
Las as your runaway 
! ^ doma 






THE TENSION MOUNTS, 
THE ADRENALIN FLOWS 


FOR YOUR ZX SPECTRUM 


..the name 
of the game 


Imagine Software Limited, 

5 Sir Thomas Street, Liverpool, Merseyside LI 6BW. 

Dealer Enquiries Contact: Colin Stokes on 051 -236 8100 (20 lines) 































